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Eidos reaches for the sky witha 
simulation/strategy hybrid 
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tan Shadow Warrior kick ass? Shuriken! The silent assassin will emerge from the shadows by the 
light of his Uzi. Bodies will drop like lotus blossoms. Spent cartridges will fall like ripe cherries 
from the tree. Flesh will return to Nothingness. The Yin of Death and the Yang of Life balanced in 
the hands of one sick ninja puppy. Meditate. Annihilate. Meditate. Mutilate. Meditate. Detonate. 


Shadow Warrior, Reach for the stars. 
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“The ability to zoom 
in from a mile away 
within the sniper mode 
is remarkable.” 


- ELECTRONIC 
GAMING MONTHLY 


“MDK promises 3-D 
technology so cool and 
action so...realistic that 
it will send everything 
else running for cover.’ 
—PC GAMER 
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“Futuristic 3-D action/ 
adventure that could 
set a new standard for 


PC Gaming.” 
a On CT-N ial 


“One of the most innova- 


tive games ever created.” 
— GAMEFAN 
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Join the tip of this triangle 
with the tip of the triangle 
on the opposite page. 


YOU’RE AN ALIEN. 


Vary your strategy to keep 
your opponents guessing. 
Keep track by monitoring 

them through your interface 
portals. And with over 65,000 
colors, the action will come 

to life like never before. 


You can play either 
side in this intergalactic 
war. Instantly morph 
yourself into a weapon, 
a battle tank, or even 
take on human form. 
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The intensity of 
Conquest Earth will have 
you using the first-ever 
“direct-control” feature 
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16 Psychedelic fun for all 
Microsoft want to rule the world. With The Internet Gaming Zone, 
Baseball 3D, Close Combat 2, CART Precision Racing and Age of Empires, 
they may be on their way. 

22 _ SSI’s year of strategy 

26 Virgin spreads its wings 

30 §=©“Fewer, better games” 
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40 ‘Flying Nightmares 2 — Steve Bauman 
It’s a flight simulator. It’s a real-time wargame. It slices. It dices. It’s Eidos’ 
Fliying Nightmares 2. 
44 — Fallout — Cindy Yans 
Interplay gets post-nuclear without a GURPS license, but with a still 
superb-looking CRPG. 


52 Outpost 2.0 — Scott Udell 
Dyanmix’ Patrick Cook answers the obvious question. Why? 
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56 _— Pacific General — Scott Udell 
58 Carmageddon - Steve Bauman 
60 = Imperialism — Scott Udell 

64 ~— Extreme Assault — Peter Smith 
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168 Lucky number 13 — Steve Bauman 
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70 Command Post - Scott Udell 
72. ~~ On War - Mike Robe! 


74 Reviews 
MicroProse finally gets its Magic: The Gathering out the door. Is it better than 
Acclaim’s? Also reviewed: Enemy Nations, Fallen Haven, Krush, Kill, N’ Destroy, 
Leningrad 2.0, Chess Wars and Star Command. 
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88 Cheat Thrills — Steve Bauman 


90 Reviews 
Feel the funk with Interstate ‘76. Also reviewed: Pod, Scourge of Armagon, 
The Divide: Enemies Within and XS. 
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02 Reviews 
Jordan Mechner does it again with The Last Express. Also reviewed: The Space 
Bar, The Arrival, Ark of Time and Golden Gate. 
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The Hangar — Steve Wartofsky 
Air Combat Advisor — Ben Chiu 


12 Reviews 
iM1A2. Finally, a tank game to replace your aging copy of M1 Tank Platoon. 
14 Jetfighter 3 Tips — Jim Pedicord 
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16 Reviews 
Jack’s back in Jack Nicklaus 4. 


18 Flying beyond the speed of sound — Steve Bauman 
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Blood Crush! Deluxe Jhe"Stamp of Aprova”is awarded by the editors ofthe magazine. 
WAR, Inc. Dragon Dice 

Krush, Kill N’ Destroy Mind Grind 

S.C.A.R.A.B Harpoon Online 

MDK (all new!) Engage Games Online 
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FPS: Football Pro ‘97 Plus more! 
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THE FORMULA ONE RACING GAME! 


is the latest 
Formula One game to hit the circuit. Based on 1995 season data, Power F1 features the 
official cars, drivers and tracks to strap you into a visually entertaining and exciting 
racing game with an arcade feel that puts the 


re Ee HEH HEH 


FEATURING: 


¢ Multi-player and 2 Player split screen mode. 

¢ Statistics based on 1995 season data. 

e All 17 of the 1995 Formula One tracks modelled to great detail. 

¢ Single race, championship or shoot out game modes. 

¢ Workshop facility to allow total control on car set up and build. 

¢ Realistic pitstops, fuel consumption and car damage. 

¢ Tactical options for car set up, to counter all weather conditions. 
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Eidos Interactive, 303 Sacramento Street, San Francisco, California 94111 


Check out POWER F1 at: 


An official product of the fia formula one championship. Licensed by foca to fuji television. copyright & published 1997 Eidos interactive Itd. All rights reserved. 


Off to the races 


hings have been exciting at this magazine ever since my earliest affiliation with it, 
when it started publication in the US in 1991. As a writer back then, I had my first 
opportunity to write independently about the things that really mattered to me in 
computer gaming, to attend the trade shows where the birth of this now giant industry 
was being revealed, and to gain my earliest experiences with the kinds of audience and 
subject issues which were particular to Strategy Plus. Back then, we were known as a 
quirky publication with an unusual “British” sense of humor (the joke behind the scenes 
was that some of that apparently British humor was being constructed by Americans, oh 
well, and so it always goes), and a wildcat approach to the industry. 

In 1992 I became Editor of the magazine. At that point our internal staff consisted of 
just myself, Jim Romanoff, the graphics and layout genius, and Greg Sauter, the ad guy. 
The industry was hectic enough to make trying to cover it all quite a challenge even at 
that point, but it was nothing like it has become; we still had the room, the time and 
the space to try out lots of different things, some of which worked, some of which did- 
n’t. We were quite conservative (as were most magazines then) about layout issues, opt- 
ing to keep things simple both because of aesthetic preference and because the 
resources weren’t there at that point to go hog-wild. We did Designers’ Notes, company 
profiles, interviews and dual alternate reviews of featured games, among other things 
(Brenda Garneau, a real stalwart, even attempted contact with Al Gore at the White 
House to set up an interview...! We’re still hoping...). I drew upon people I knew from 
regular conversation in CompuServe’s online forums, to be our outside writers; many 
became fast friends quickly in the pressure-cooker environment of magazine production 
(many also had early experience with what was probably the world’s first online com- 
puter gaming magazine, The Electronic Gamer, managed ably by the CompuServe 
Gamers Forum Chief SysOp, “Nightshift.” TEG should be remembered as a truly pio- 
neering effort in this industry; it never got the credit I thought it deserved). They all did 
(mostly) excellent work. 

Things progressed rapidly from there, and Computer Games Strategy Plus grew dur- 
ing my watch into the full-scale, professional and commercially viable publication it is 
today, with a crack editorial staff, professional circulation and advertising management, a 
layout and graphics design department, a related web site and firm bonds cemented 
with software publishing companies around the world. 

It’s been a long time at the helm, and it’s passed all too quickly, too. Now it’s time to 
move on: I’ve recently been offered the exciting dream opportunity to join Interactive 
Magic as a Project Manager, an opportunity to do something new which I simply could- 
n’t pass up. It will be hard work, there will be dreary parts just as there are in any job 
(even one as exciting as Editor of a computer gaming magazine), but I’m very much 
looking forward to being able to help there. As has always been the case in my work 
with the magazine, what I love most is helping creative people focus and get their ideas 
across Clearly. When those ideas are games, well, so much the better! 

I will miss my current team and publisher — we work together well under pressure, 
something that’s nearly impossible to achieve in any context — but I also have confi- 
dence like I’ve never had before in the magazine’s history that the magazine will thrive, 
and continue to grow, and prosper. Great challenges and exciting times ahead for us all. 

I wish my team-mates the best, and want to say to everyone I’ve worked with in the 
industry so far from my Editor’s post — send screenshots, on CD, in IBM format. No, 
seriously, thanks for all your help and your efforts to get amazing amounts of work 
done quickly, so that we at the magazine have been able to put together solid issues 
each month. 

And to you, the magazine’s audience, the ones we all ultimately care about the most 
(and believe me, for the majority out there in the industry, not just because of the bot- 
tom line): stay involved. Expect the best. Have patience with creativity and innovation. 
Be flexible. Have fun, and scream blue bloody murder when you’re frustrated (that’s how 
we learn). You’re what it’s all about, you keep us honest, and the best people working in 
the industry will always be the ones paying most active attention to you. 

Take Care. 


—Steve Wartofsky, Editor 
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Psychedelic fun for all 


Microsoft holds Gamestock 97—beware the brown acid 


WHEN MICROSOFT STARTED GETTING 
serious about the game industry, few gamers 
took notice. Outside of the venerable Flight 
Simulator, they don’t have much of a track 
record. For every Close Combat, there seemed 
to be a Deadly Tide or an NBA Full Court 
Press. However, a_ surprisingly low-key 
Microsoft started to sign up major talents, such 
as Texas-based Ensemble Studios, and we’re 
finally starting to see the fruits of those deals. 
Microsoft held “Gamestock 97” at their 
campus in Redmond, Washington to show off 
their upcoming lineup, and it was indeed an 
impressive showcase. Considering their record 
of first releases (anyone want to buy a copy of 
Windows 1.0?), Microsoft’s lineup for 1997 
could be accurately called “Microsoft Goes 
Gaming 2.0” Companies that ignore the now- 
awakening giant do so at their own peril. 


“Microsoft is an Internet company” has been 
the mantra for the entire company for the past 


couple of years, so it should come as no sur- 
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Peering in on people playing Bridge over the Zon 


prise that the Internet Gaming Zone 
(www.zone.com) figures prominently in their 
plans. In the past year, the service has grown 
from 15,000 users to over 200,000. The current 
plan is to continue offering free matchmaking 
and chat services for boxed Microsoft prod- 
ucts, such as Close Combat and Monster Truck 
Madness and all of the games in this article. 
Coming this summer will be a host of new 
features, like ZoneMessage for easier match- 
making, new advanced avatars for onscreen 
characters, and ZoneLAN, an IPX to TCP/IP 
emulator that will allow IPX multiplayer 
games to be played over the Internet. The big- 
ger news is that Microsoft has signed deals 
with Hasbro Interactive, DWANGO and VR-1. 
Hasbro will be offering Monopoly, Risk, 
Battleship and Scrabble on the Zone. DWAN- 
GO will use the Zone’s matchmaking service 
to link players over the DWANGO network (at 
its normal hourly rate). 
The deal with VR-1 has resulted in 
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Microsoft Fighter Ace, 
an online WWII flight 
simulator. Gamers will 
be able to fly 12 differ- 


ent aircraft from the 
United States, Great See ae 
Britain, Germany and ' 

“ : af . News/Events 
the Soviet Union. 


Zone Heip 


They’re trying to build 
an environment with 
multiple skill levels to 
keep newbies from 
getting killed immedi- 
ately by veterans. 
Visually speaking, the 
game has _ terrific 
graphics, by far the 
best of any of the com- 
petitive online offer- 
ings. Synergy with the 
Zone service will give particularly good pilots 
additional graphics for their online avatars, 
such as bomber jackets with custom patches. 

Fighter Ace introduces another new Zone 
feature-it’s their first “made-for- 
medium” premium game. For a fee, 
gamers can play this game, and 
participate in online tournaments 
(a Golf 3.0 tournament is already 
scheduled, with sponsorship from 
Golf Digest magazine and AT&T). 
The fee structure is interesting. 
Users can pay a monthly flat rate or 
buy daily “tickets” that will allow 
them to play the premium products 
for a 24-hour period. The actual 
pricing has yet to be determined, 
though Steve Murch (product unit 
manager for the Zone) said they'd 
be “movie-like” in cost (as in, the cost of going 
to the movies, not making one). 


In what is likely to be a common trend in late 
1997, Microsoft Baseball 3D requires a 3D 
accelerator, making the visuals look fabulous. 
An arcade rather than managerial simulation 
of America’s pastime, the game is being devel- 
oped by WizBang! Software, who created 
HyperBlade for Activision. Like that game, it 
uses a scripting AI language called ADLIB for 


managerial decisions and for the control of 


players on the field. 
Baseball 3D is a physics-based game, so 


there are no fixed paths for balls as they fly off 


the bat. Calculations are made based on veloc- 
ity, gravity, ball spin and wind resistance to 
avoid the repetitive paths fly balls tend to take 
in other products. Visually speaking, the game 
is resplendent in 16-bit colored high-resolu- 
tion graphics, and motion capture has been 
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How ‘bout a game of Backgammon on the newly re-designed Zone 


On the field at the Ballpark in Arlington in 


used for smooth animation. Certain top play- 
ers on each team will have their faces mapped 
on the polygonal figures. 

Additional features include 3D ambient 
sound, support for force-feedback devices, 
multiplayer support over the Zone and, 
keeping with the arcade feel of the game, com- 
bination moves to allow difficult throws, acro- 
batic catches, massive home runs that would 
make Albert Belle throw jealous tantrums, 
plus more. Stat-heads will find enough num- 
bers to keep them interested, and the actual 
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High above the field in Kansas City in Baseball 3f 


player ratings will be in Access database for- 
mat, so people can tweak them to their heart’s 
content. Both Major League licenses are in 
place, all stadiums, including the new ones in 
Tampa and Phoenix, are included, and stats 
will be updated on the Internet. Look for the 
game to be on shelves before the fall classic. 


Racing with the giants 

Monster Truck Madness developer Terminal 
Reality surprised the press corps at the show 
with their new game, CART Precision Racing, 
a hardcore Indy car racing simulation. Though 
the game wasn’t available to drive, it was there 
to look at. Running on a 3Dfx-equipped 
Pentium, it looked incredible, with amazingly 
detailed cars and track-side objects. As an 
aside, TRI’s Mark Randel and Greg Seehusen 
said, “Wait until you see the Klamath proces- 
sor with AGP from Intel. It will be the biggest 
leap ever in graphics on the PC.” They have a 
233MHz version of the chip with software AGP 
(the hardware isn’t available yet), and they’re 
already getting better frame-rates with CART 
than with an MMX Pentium and 3Dfx acceler- 
ator. For those who don’t know what AGP is, it 


COMPUTER GAMES 


Bridge Too Far has better looking maps with faster scrolling 


———-—- stands for Advanced 
=| Graphics Port, and it’s 


=» | anew ultra-high-speed 
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Back to CART 


Precision Racing. In 
racing school, you’re 
taught to look way 
down the track (con- 
sider the fact you could 
be traveling at speeds 
greater than 200 MPH), 
so CART Precision 
Racing adds a new 
cockpit view that simu- 
lates this. It’s a virtual 
cockpit that moves left 
or right, depending on 
the direction the track 
is moving. It will be an option if it proves to be 
too confusing to the driver, but like Papyrus’ 
new view for Grand Prix Legends, it’s good to 
see people doing some interesting things with 
the tried-and-true vehicle viewpoint. 

The simulation engine is based on the one 
from Monster Truck Madness, and Seehusen, 
an ex-aerospace engineer, has been spending 
time with fellow propeller heads from the 
PacWest CART team. He claims the feel will be 
incredibly accurate, saying that “it will take 
the next step in simulation fidelity.” When we 
get to take a test drive, we’ll be sure to let you 
know if he’s telling the truth. 


A bridge to the wargamers 

You stormed the beaches of Normandy in Close 
Combat, and now in Close Combat 2: A Bridge 
Too Far you'll experience “death from above” 
as you invade Holland during Operation 
Market Garden. Like the book licensed for the 
game (the movie was too expensive), this real- 
time wargame simulates the battles to control 
five strategic bridges. Like the first game in the 
series, a sophisticated psychological model is 
used to simulate actual battle conditions and 
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their effect on the soldiers. 

According to Keith Zabalaoui of developer 
Atomic Games, a lot of user feedback went into 
the new game. “We’ve improved the tactical 
model, added a resource allocation layer and 
improved the overall flow of battle.” Another 
suggestion was for a the ability to issue orders 
to your troops before the commencement of 
battle, which has also been implemented. 

Troops can now sneak, crawling on their 
bellies until they’ve reached their locations. 
There are now buildings of multiple stories, 
and elevation effects are taken into considera- 
tion. Additional features include the ability to 
control the Germans or the Allies, multiplayer 
play and a campaign game where you'll be 


Note the incredible unit detail in Age of Em 


pires 


fighting multiple battles on the same maps, 
where soldier morale and status, as well as 
map damage, is carried over. 

Also new to the sequel are a myriad of visu- 
al and interface improvements, including 
sharper map graphics in 16-bit color, larger 
units, faster scrolling (the biggest complaint 
with the original), and for Windows 95 users, 
right-mouse button support. There are three 
zoom levels, and unlike the original there are 
separate graphics for each, so you won't see 
any of that annoying pixelization. A new near- 
full-screen mode lets you see more of the bat- 
tle, and there are additional methods of deter- 
mining your troop’s statistics. 

With versions for Windows 95, NT 4.0 and 
the Power Macintosh, you'll be helping 
Microsoft win the war this fall. 


A golden age of gaming 

Microsoft heads right to the top of the real- 
time strategy class with Ensemble Studios’ Age 
of Empires, by far the most impressive of the 
glut of Clone & Conquer games. This is no 
clone; Age of Empires is being co-designed by 
Bruce Shelley, who gamers may remember as 
the co-designer, with Sid Meier, of Railroad 
Tycoon and Civilization. With those two prod- 
ucts topping most gamers’ lists of all-time 
favorites, the anticipation for Age of Empires is 
sky-high; based on some time spent with the 
game, it may live up to it. 

The quick one-sentence summary of Age 
of Empires would be “Civilization crossed 
with Command & Conquer.” Taking the best 
aspects of both designs, you can control any 
one of 12 ancient civilizations, from the mil- 
itaristic Assyrians to the philosophical 
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Egyptians. Each of the cultures has strengths 
and weaknesses, giving the gamer a com- 
pletely different gameplay experience with 
each one. In many scenarios you start in the 
stone age and, depending on the civilization 
chosen, will have different winning condi- 
tions. You'll have to build up your village, 
gather resources and research new tech- 
nologies. Winning conditions can vary from 
all-out conquering of your opponents to 
economic domination through the good old 
tried and true “explore the map _ before 
everyone else.” 

Multiplayer gaming should prove a hit with 
the Command & Conquer crowd, but for the 
solo player there are campaigns of linked sce- 
narios, individual scenarios, a scenario editor 
and a random map and scenario generator. 
While the game, like Civilization, isn’t com- 
pletely tied to history, some of the scenarios 
follow such historical events and people as the 
Trojan War, Jason and the Argonauts and 
Alexander the Great. 

The interface is similar to Warcraft II, 
select units, and right-click on the target 
object. The nature of the chosen object will 
determine what you do to it by selecting. If 
it’s a tree, you'll start to collect wood. If it’s 
gold, you’ll mine. If it’s an animal, you’ll 
hunt. If it’s the enemy, it’s fighting time. If 
it gets to that point, you’ll go into battle 
with some of the most beautifully animated 
units in strategy gaming. Command entire 
armies of archers, cavalry (you have to see 
the collapsing horses to believe them), 
boats, catapults, elephants and lord knows 
what else. 

Just to show the potential and interest in Age 
of Empires, two of the people getting the 
biggest kick out of playing it at Gamestock 


The Condemned 
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Critical Depth 


were Chris Roberts and 
Tony Zurovek, formerly of 
Origin (where they pro- 
duced Wing Commander 
and Crusader respectively), 
both now with Microsoft 
developer Digital Anvil. 
They, and we, were lucky to 
get to play it at this stage. 
You'll have to wait until the 
fall. This game looks so 
promising, you may find 
yourself hoping for a quick 
end to summer. 


it doesn't stop there “ 
Other games that Microsoft be 


will be releasing in 1997 
include The Condemned, a 
robot-based 3D _ shooter 
with the old battle-tested “futuristic game 
show” premise. You’re an inmate who drives 
around mechanized vehicles against fellow 
inmates for the entertainment of the unwashed 
masses. There are 36 environments for your 
destroying pleasure. Vehicles can be cus- 
tomized with 50 weapons and features like spi- 
der legs. The visuals are texture mapped, 
with support for 3D cards, and the music 
is by Seattle natives Alice in Chains. 
Critical Depth is another 3D shooter, 
only this one is all wet — that is, it’s an 
underwater action game. Developed by 
SingleTrac, who created Twisted Metal, 
WarHawk and Jet Moto for the Sony 
PlayStation, the game is a treasure hunt, 
where players compete with one anoth- 
er to find mysterious beacons which 
have appeared in the ocean’s depths. 
Critical Depth, like The Condemned, 
supports multiplayer play. Finally, 
Alexey Pajitnov, of Tetris fame, brings 


Age of Empires will ship with a full-featured editor 
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Entertainment Pack: The Puzzle Collection 


you Microsoft Entertainment Pack: The 
Puzzle Collection, a collection of, believe it or 
not, puzzles. 

Overall, this is easily Microsoft’s most 
impressive lineup; if everything pans out, 
1997 could be a breakout year for the 
Windows folks. That sound you’re hearing are 
the chattering teeth of nervous executives 
throughout the industry. Microsoft’s finally 
ready to play. —-Steve Bauman 
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“Everything about Crush! Deluxe seems right on every level” 
Online Gaming Review, March ‘97 


Crush is an 
exciting turn-based 
strategy sport game, of 
mayhem and carnage, set far into the 
future. Eight different alien life forms battle 
humans through labyrinth-like arenas, in a frantic search 
for the B.A.L.L. (Bionic Augmented Lower Life form). The 
first team to find the B.A.L.L. and reach the goal, wins! If your 


idea of fun is bone-crunching checks and raging battles for 


possession, then look no further, the season is open! 


1.800.634.2633 
1.510.623.1100 
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BUILDING A BETTER TOMORROW 


W\This isometric shooter is going to blow you away... 


Meat Puppet takes the top-down action shooter to the next level.4/7 
—C/NET GAMECENTER.COM 
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big gun, living in a destroyed 21st century. Someone has taken 
her memory and her freedom. Now she must kill or be killed, 
while trying to find whoever or whatever is controlling her. 


e 300 fully interactive rooms throughout a unique, stacked playing environment. 


e Climb your way through different levels from the streets all the way to the top 


of the city. | 
e 29 dangerous characters, six massive cities, and 22,000 frames of animation. 
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http://www.playmatestoys.com 


Created by Kronos Digital Entertainment, Inc. © 1997 Kronos Digital Entertainment, Inc. All rights reserved. Artwork and design © 1997 Playmates Interactive Entertainment, Inc. 
PIE” is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. . 
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Che News 


SSI’s year of strategy 


But simulations and role-playing gaming are not forgotten 


ON EXAMINING A PRODUCT RELEASE 
schedule, it looks like 1997 is going to be the 
year of war/strategy gaming for SSI. In addi- 
tion to Pacific General and Imperialism (see 
previews on pages 56 and 60), one can count 
at least five other strategy or wargame titles, 
with a number of scenario disks as well. This 
is not to say, though, that other categories 
have been dropped completely. 


Su-27 Mission Disk 

While we normally wouldn’t devote much 
space in the news to a mission disk, it sounds 
like the one coming for Su-27 is significant 
enough to warrant the coverage. In addition to 
the upgrade to version 1.5, the CD will contain 
150 new missions, an “Automatic Mission 
Generator,” and an online training manual. On 
the technology side the game will now sup- 
port 16 players over LANs, have enhanced 
graphics with Gouraud shading on the objects, 
and work with Direct3D compatible 3D accel- 
erator cards. 


The Ardennes Offensive 


Perhaps the biggest title for the first half of ’97 
is officially called Decisive Battles of World 
War II: The Ardennes Offensive. Better known 
to wargamers as The Last Blitzkrieg (and, for 
long-enough to get into our last issue, as 


‘The ievention of the breech toading rifle enabtes 
our sew troops to destroy mustet wielding foes. 


imperialism 


An early example of the detail we can expect to see in Panzer General I! 


Ardennenkrieg), The 
Ardennes Offensive is 
the long-awaited Battle 
of the Bulge game 
designed by SSG, the 
war and strategy game 
company from Australia 
that’s been around 
almost as long as SSI. 

Definitely a title for 
the more _ hard-core 
wargamer, Ardennes 
Offensive is generally 
operational in scale, 
placing “a premium on 
efficient divisional 
command.” At press 
time the game was 
scheduled to ship with 
the full Bulge cam- 
paign and five scenar- 
ios, playable from either side (some scenarios 
may have a British turn as well). Aside from 
your basic movement and combat, supply is 
factored in and engineering will play an 
important role. Some of the options SSI high- 
lights are the Wehrmacht special operations 
Greif teams (better know the difference 
between “gas” and “petrol”), variable control 
of British units, and the possibility that 
German units may be reassigned—without 
notice. Other “extras” include a battle replay 
feature, an encyclopedia, on-screen help, and 
a full tutorial. 

The game is now for Windows 95, and uses 
it to provide networking support; while SSI 
says multiplayer will be achievable via e-mail, 
modem, or network, the Windows 95 net- 
working option in the beta includes TCP/IP 
support, so Internet play is at least theoreti- 
cally possible. A minimum system for the 
game will be a 90MHz Pentium with 8MB of 
RAM, although 12MB will be required for the 
hi-res maps. Current plans call for an early 
Summer ship date, 
and SSG is planning 
on further titles for the 
Decisive Battles of 
World War II series. 


Down the road 

Quite a few other 
titles are planned for 
release late this year 
or early next; while 
there’s littke or no 
information on these 
beyond their titles, we 
can identify one com- 
mon trend: sequels. 
All these games are 
follow-ons to games 
that, if not outright 


GREIF TEAMS 


SUPPLY 
MOTOR P41, 


REPLACEMENTS 


fURR. 


The Ardennes Offensive: Sending the greif special operations teams 
into the American rear 


Detailed combat information in The Ardennes 
Offensive 


hits, had some sort of following. On the strat- 
egy side we'll see Warhammer II: Dark Omen 
and War Wind II. For wargames, we'll see 
Panzer General II and perhaps Steel 
Panthers III: Tank Commander (see our 
January ’97 issue). The primary sim planned 
for release during this period is of Su-27 
Flanker 2.0; while we have few details, pro- 
ducer Steve Whittle says “Version 2.0 will 
include texture-mapped terrain at multiple 
altitudes and resolutions” while retaining Su- 
27’s extremely realistic flight model. 
Buccaneer, a game SSI is calling an RPG 
with some strategy elements, will be shipping 
for Windows 95 this Fall as well. Not a hard- 
core sailing wargame (that title was Ship of 
the Line, and it has either been pushed to’98 
or canceled depending on who you talk to at 
SSI), Buccaneer lets you take on the role of a 
captain sailing the High Seas, complete with 
ship boardings, intrigue in port, and more 
general swashbuckling. 

And of course, this is probably not all that 
SSI has up their product development sleeves, 
but unfortunately we’re going to have to wait 
until later in the year before they start to talk 
about next year’s goodies. —Scott Udell 
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Group, LTD. Jane’s Combat Simulations is an Electronics Arts: Brand. 
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HUNTER/KILLER 


IMMERSE YOURSELF IN THE 


LIFE-AND-DEATH PRESSURE OF AN 
AUTHENTIC 688(1) Los -ANGELES 
CLASS NUCLEAR ATTACK SUB. 
DEVELOPED BY ACTUAL U.S, 
NAVY. DEFENSE CONTRACTORS, 
JANE’ S° “DEAD-ON COMBAT SIM 
PULLS YOU DEEP INTO. THE 
DEPTHS OF INTENSITY. CRITICAL 
OPERATING-<SYSTEMS: INCLUDE 
WEAPONS CONTROL,. SONAR: SUITE 
AND TARGET MOTION ‘ANALYSIS. 
WITH MULTIPLAYER CAPABILITIES 


THE ONLY QUESTION IS, HOW 


LONG CAN YOU HOLD YOUR BREATH? 


COMBAT SIMULATIONS 


WE BUILD SIMS BY THE BOOK. 
www. Janes,eq.com 


Che News 


VIRGIN INTERACTIVE AND DEVELOPMENT 
partner Eagle Interactive have set their gun 
sights on the well populated air combat sim 
market with the creation of their Virgin Ace 
brand (not to be confused with the 
Sierra/Dynamix Aces series). The first install- 
ment of this series is Sabre Ace (the follow-up 
is Phantom Ace, focused on the F-4 during the 
Vietnam era). While the title refers to the 
famous North American F-86F Sabre flown in 
the Korean War and may evoke visions of a 
“traditional,” in-depth, singe vehicle simula- 
tion such as Falcon or the F-15 Strike Eagle 
series, Sabre Ace takes the Pacific Air War/US 
Navy Fighters style approach: model a few air- 
craft to sample within a specific period. So 
you'll fly missions in an F-51 Mustang (later 
variant of the P-51), F-80 ShootingStar, MiG- 
15, Yak-9, and of course, the F-86 over the 
Korean Peninsula. 

Aside from brief teases in Chuck Yeager Air 
Combat and both Air Warrior products (and 
excluding MiG Alley Ace for the Commodore 
64), the Korean War era has been neglected 
by flight sim developers (just like Vietnam, a 
fact which Virgin looks to rectify with 
Phantom Ace). Sabre Ace has no campaign 
play, but the missions allow you to experience 
the same situation from different perspec- 


The excellent terrain is quite evident in this shot 


ie 


tives. For instance, on an escort mission, you 
can play from the escort POV or as an enemy 
interceptor. While some may balk at “canned” 
missions, it does allow you to experience 
alternate situations encountered in this war - 
“experience” being the key word here. The 
goal for the Virgin Ace franchise is to produce 
sims that are realistic enough for the hard- 
core types, while at the same time including 
enough assistance to make them accessible 
for the novice. 

So just how realistic is realistic? Produced 
by Vietnam vets (one who flew as a RIO and 
another a founder of one the civilian fighter 
pilot “dream camps”), a rear admiral and other 
real life pilots, there’s a chance the game may 
prove foo realistic. Missions begin with briefin- 
gs that “realistically” sometimes include recon 


Virgin spreads its wings 


With Sabre Ace, Virgin Interactive has the compe 


photos of targets. 
You'll fly day and 
night missions under 
some weather condi- 
tions (a cloud layer is 
modeled, but wind 
isn’t). While the ter- 
rain is generic, the 
actual placement of 
mountains, cities, 
rivers, etc., and dis- 
tances are accurate 
(you can even fly to 
Japan if you'd like). 
This means ingress 
and egress can be 
long and__ boring 
(though a “zap” func- 
tion allows you to bypass these). Your flight 
path is presented on your kneeboard/mission 
log and lists waypoints in the form of ADF 
(Automatic Direction Finder) frequencies and 
bearings. A map is available during flight, but 
there is currently no zoom function or con- 
stantly updated position info. You have to learn 
navigation if you’re going to make it to your 
target. Fortunately, early missions start you as 
a wingman, so all you'll need to do is follow 
your flight leader (don’t lose sight of him). 

But when we're _ talking 
extreme realism, that’s easier said 
than done. On real military sor- 
ties, your squadron flies in for- 
mation all the way to target and 
back. To help you along, a feature 
called Form Augmentation, a 
pseudo autopilot (much like the 
“driving line magnet” found in 
racing sims) has been created. 
Finally, a series of interactive 
training missions are available to 
help you learn the skills you'll 
eventually need to take com- 
mand as flight leader (you'll be 
able to transfer your medals, rank, 
and all to Phantom Ace when that ships). 

The projected minimums are a 133MHz 
Pentium with 16MB of RAM. The producers 
plan to take advantage of the 
capabilities of specific 3D accel- 
erators to provide the optimum 
640x400 SVGA_ performance 
“even if it means bypassing 
Direct3D.” The build we saw was 
less than glass smooth on the 
recommended system using a 3D 
Blaster, but further code opti- 
mization should help. 

TCP/IP, LAN, and serial head- 
to-head modes are supported, 
and the stand-alone custom com- 
bat mode allows you to fly 
against many of the aircraft from 


tition in their sights 


Will Sabre Ace fly off into the sunset? 


this era. Some of the more obscure aircraft 
modeled include the F-82 Twin Mustang, and 
the F84 Thunderjet. 

The flight models in the pre-alpha version 
(estimated ship date Sept. 1997) understand- 
ably still require tweaking, so we can’t com- 
ment on them, but if the attention to detail in 
other areas is any indication, we should be 
pleasantly surprised. Enemy AI wasn’t working 
yet, and a fixed view switching type of padlock 
mode called “target lock” has currently been 
chosen over a scrolling system because high 
fidelity instrumentation was preferred. The 
Virgin Ace vision is commendable, but whether 
Virgin can ultimately do it all and, more impor- 
tantly, do it right still has yet to be seen. Stay 
tuned for progress updates. —Ben Chiu 
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——~ Mac Home journal 


| finally about to get a simulation 3 
worthy of Starfleet itself.” — ec camer 


Fry uP TO FOUR FEDERATION 
STARSHIPS AGAINST 30 AMAZING 
3-D POLYGON ALIEN SHIPS 


Over 25 CHALLENGING MISSIONS 
IN SPECTACULAR 3-D ENVIRONMENTS 


STARRING WILLIAM SHATNER, WALTER KOENIG 
AND SPECIAL APPEARANCE BY GEORGE TAKE! 
IN THEIR LEGENDARY ROLES OF CAPTAIN KIRK, - 
COMMANDER CHEKOV AND GAPTAIN SULU | 
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Che News 


“Fewer, better games” 


Sierra’s Impressions division focuses on three titles for 97 


“FEWER, BETTER GAMES” IS APPARENTLY 
the new mantra at Sierra, and it’s something 
their Impressions division in Boston has taken 
to heart; postponing or delaying projects and 
focusing efforts into one expansion pack (for 
Lords of the Realm II) and three new titles for 
1997: Captives, a strategy-action mix that’s a 
new area for Impressions; Civil War Generals, 
the sequel to last year’s Robert E. Lee; and 
Lords of Magic, a fantasy strategy game. One 
feature common to all the games will be mul- 
tiplayer/Internet play, with particular empha- 
sis on supporting the Sierra Internet Gaming 
System (SIGS). While working on expanding 
their games’ multiplayer capabilities, Peter 
Haffenreffer, Impressions’ General Manager, is 
quick to promise that single-player gaming 
won’t suffer; rather, by doing “fewer, better 
games” they have the resources to ensure that 
all areas of their games get strong design and 
development support. 

The “oddball” title of the bunch, Captives is 
Impressions’ first real foray into mixed gam- 
ing genres; producer Glenn Oliver likes to 
refer to it as a strategy game with an arcade 
pace. Frenetic combat, however, is not the 
emphasis of the game; rather, Oliver likens 
play to a combination of Lemmings and 
Choplifter, where your goal is to get the popu- 
lation of a colony world to safety, solving puz- 
zles and dealing with (or just plain avoiding) 
an alien menace. You play a hero-type by the 
name of Dak Ransom, sent to rescue the 
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Tactical, real-time combat in Lords of Magic 
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colonists from the attacks of 
the colony’s previously 
undiscovered inhabitants. 

Dak can jump into a num- 
ber of vehicles—from motor- | 
cycles up to heavy lifters akin 
to those seen in the movie 
Aliens—and use them to col- 
lect colonists and escort 
them to safety. Colonists 
come in several types, and 
you must use their skills to 
evacuate each domed crater 
successfully: scientists can 
research new technologies, 
engineers can upgrade civil- 
ian vehicles to military, and 
soldiers can help you fight 
the aliens (civilians are just 
hopeless; evacuate them 
ASAP). You'll encounter a variety of terrain, find 
“power-ups” for your vehicles, and explore colo- 
nial buildings and crawl deep into alien tunnel 
systems. Multiplayer can be either competitive 
(with several “heroes” working to save the most 
people) or possibly co-operative, and the system 
requirements are fairly mild (Impressions is 
shooting for a minimum 486DX-100). Control of 
your character/vehicles can be either keyboard, 
joystick, or keypad, but for you strategy gamers 
who shudder at those terms, don’t worry: the 
pacing will be low enough that even this joy- 
stick-incompetent thinks he’ll be able to play. 
Expect a late Summer release. 

For Civil War Generals (a working title) the 
team under developer Steve Grammont is tak- 
ing the wishes and complaints gamers had 
with R.E. Lee and Impressions’ own internal 
ideas and working them into a vastly expand- 
ed product. Civil War Generals includes two 
major campaigns (Eastern and Western 
Theatres, playable from either the Union or 
Confederate perspective), some possible minor 
campaigns (a couple of small scenarios and 
one large one), and more individual scenarios 
(40 is the current count). New 
unit types include mortars, gun- 
boats and Men of War, light and 
heavy cavalry and artillery, and 
perhaps even engineer units, 
while new terrain features being 
considered are forts, obstacles, 
and beach hexes. Two major 
new components are multiple 
resolution support (with two 
playable zoom levels no matter 
the resolution) and a fully inte- 
grated scenario editor. Current 
plans call for a Fall release. 

Not a specific sequel, Lords of 
Magic is being billed as the next 
game in the Lords series. While 
the game uses Lords of the 
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Control a variety of vehicles as you try to rescue the colonists 


Pisce 


Realm Ifs dual turn-based strategic/real-time 
tactical approach, the game’s engine is com- 
pletely new, and the setting is quite different. 
You will take charge of one of four major races 
(human, barbarian, elves, or dark elves) and 
attempt to lead that race to ultimate dominion 
over the land. Unlike most strategy games of 
this sort, you will actually be represented on 
the battlefield as a character, meaning you can 
be killed. Strategically, you'll direct the move- 
ment of forces, trade with other players, form 
alliances (you can get a combined “win” in 
alliance mode), and even call down powerful 
earth-altering magics with effects similar to 
those in Populous. When two enemy groups 
meet the game switches to a real-time combat 
mode much different from that of Lords II; 
graphically similar to the upcoming Myth or 
even Sierra’s own Birthright, correct employ- 
ment and maneuvering of your forces will be 
more important than the speed of your mouse 
inputs. An ambitious title, Impressions is tak- 
ing their time; current plans call for a 
Christmas-time release. 

Sure, not a lot of games, but ones that all 
seem very solid; we will of course be bringing 
you more as the year and the projects 
progress. —Scott Udell 


A key feature of Civil War Generals is the 
scenario editor 
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Winston is such a girl. 
Always opting for diplomacy when he Yeah. 
could just bombard his enemy from space A big fat girl. 
with orbiting dreadnoughts. : 
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A military Strategy game 1n space. 


Battle for territory and torge strategic ’ ‘4 Salen : Explore new planets, research forbidden 
alliances to secure the crown. technologies and control the growth of an empire. 
Epic storyline in the 


Fading Suns Universe. 
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Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars® universe could be a dentist 


in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter”. It allows you to engage in 


head-to-head combat against real people over modem, network and the internet . It’s a 


real first, and it’s in real time. The graphics have been galactically enhanced. The flight 
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engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s 
even single player campaigns for an all-new explosive experience. No wonder Computer 
Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er’s 


wish list.” And if you don’t believe them, just ask Floyd. http: / /www.lucasarts.com 


© 1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 
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TalonSoft opens new fronts 


Some new games, a new distributor... and Norm nope 


BEST KNOWN FOR THEIR BATTLEGROUND 
series of wargames, TalonSoft will be continu- 
ing with this strong product line while 
expanding into other areas. Napoleon in 
Russia (see below) and Bull Run will be the 
next two games in the series, and should both 
be shipping by the time you read this. Expect 
wider market penetration of these titles as 
TalonSoft has just signed a distribution agree- 
ment with Brgderbund Software. Prelude to 
Waterloo will probably be the only other game 
in the series to release this year, because quite 
a bit of effort is being put into the new 
Campaign engine (East Front, previously cov- 
ered here in CGS+ news, will be the first game 
to sport the new engine); Age of Ironclads 
may also come out late this year. 


Signs Norm Koger 

Perhaps the biggest news for TalonSoft, how- 
ever, is the signing of Norm Koger, indepen- 
dent designer of wargames who has worked 
previously with SSI. While probably best 
known for his most recent tactical-level titles, 
Wargame Construction Set II: Tanks! and 
Wargame Construction Set Ill: Age of Rifles, 
Koger has also designed games with an oper- 
ational scale: Red Lightning, Conflict: Middle 
East, and Conflict: Korea. It is to this scale that 
he is returning in his next project, tentatively 
titled The Operational Art. In it he plans to 
cover operational-level conflicts from 1939- 
1953, with battles that could include 


Wargame designer Norm Koger will be doing 
an operational scale game for TalonSoft 


Napoleon in Russia: This extremely zoomed-out shot captures just 
part of the French line in the full Borodino scenario-a massive bat- 
tle is in the offing 


Manchuria ’39, North Africa 
‘41-’43, and Korea ‘50-‘51. If 
this first game does well, 
Koger plans to develop The 
Operational Art, Volume 2 
covering historical or plau- 
sible conflicts from the 
1950s up through the near 
future with conflicts like 
Desert Storm, the Arab- 
Israeli wars, and_ the 
Falkland Islands war. 

Says Koger, “Unlike other 
recent or planned games, 
The Operational Art will be 
heavily optimized for soli- 


taire play, with significant 
development effort devoted 
to simulation elements and 
programmed opponent 
algorithms rather than network or internet 
play. I don’t want to alienate new gamers, but 
where design compromises are necessary I 
intend to optimize this title for serious 
wargamers. This is the game I’ve wanted to do 
for years. I plan to have fun with it.” Neither 
Koger nor TalonSoft expect this title to ship 
until sometime in 1998. 


Na apc 1e 


Napoleon in Russia 

Due to the quirk of its new relationship with 
Bréderbund, Napoleon in Russia and Bull 
Run should be shipping nearly concurrently 
(and their release dates have been moved up 
from June to May 15"); while TalonSoft has 
not released any more information on Bull 
Run, they did send us beta of Napoleon in 
Russia. Despite its grand sounding title (cho- 
sen more for marketing purposes), it is still 
focused on a single, momentous battle from 
history: Borodino. Seventy-five miles west of 
Moscow it was here, on September 7", 1812 
that the forces of Napoleon grappled with 
those of Russian Marshal Prince Kutuzov in 
the titanic struggle immortalized in 
Tchaikovksy’s “1812 Overture.” 

Initially, Napoleon in Russia looks much like 
its predecessor in the Battleground line: the 
same larger hexes_ of 
Waterloo, same colorful cos- 
tumes, same huge scope. 
Like most of TalonSoft’s 
games, however, it’s not just 
a direct port of the Waterloo 
engine to a new battle; 
changes have been made 
and new features added. 
Topping the list of improve- 
ments is a series of new 
optional rules. Players can 
now turn on cavalry counter 
charges (probably _ the 
biggest gripe some grog- 
nards had with Waterloo): 


n in Russia: The graphics standards of waterloo have if 
aetiia been improved upon 


The beta of Napoleon in | Raxels contains 17 
historical and “what-if” scenarios—TalonSoft 
hopes to have about 20 in the final game 


during a player’s defensive phase he or she can 
have Good Order cavalry units charge against 
enemy cavalry units which have moved within 
range (suffering the same disordering effects of 
a normal cavalry charge in the process). You can 
now get victory points by nabbing Nappy if you 
turn on the “Victory Points for Leader Casualties” 
option; wound leaders and get half points, cap- 
ture them whole and get double. Route Limiting 
cuts down on the frequency of having an entire 
defensive line collapse due to the morale effects 
of seeing one unit route, and partial retreats 
cause a portion of a unit to be eliminated so that 
it can be fit into a hex (instead of completely 
eliminated due to overstacking rules). Lastly, 
Extreme Fog-of-War hides enemy unit names 
and qualities from view, and gives you only par- 
tial information on strength. 

The scenario selection was still not final- 
ized in the beta we were given, but the typi- 
cal TalonSoft mix of large and small, histori- 
cal and hypothetical scenarios is there. Play- 
by-e-mail gamers will be happy with the 
increased: number of scenarios with fewer 
turns (this is not to say that they’re all neces- 
sarily smaller; many are still quite large in 
scope, just shorter in length), and those 
grown used to TalonSoft’s graphics won’t be 
disappointed. —Scott Udell 
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ECSIAIICA I] 


Ecstatica II is an action-adventure game with an edge. A very sharp edge. 
An evil sorceror has broken the sacred Elder Sign, which guards the secret 
of existence. Recover the pieces. Restore order. Hack up anything that gets 


in your way. But beware. Danger lurks around every corner, and it ll take 


both brain and brawn to survive. Can you handle it, pal? 


wWww.PSsYGHOS18.c0 i 
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For Winpvdows 


‘95 


Developed by Andrew Spencer. © 1996 Andrew Spencer Studios Ltd. Ecstatica II is a trademark of Andrew Spencer Studios. Published under exclusive license by Psygnosis Ltd. Psygnosis and the Psygnosis logo are trademarks of Psygnosis Ltd.© 1996 Psygnosis Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. Windows® is either a registered trademark or trademark of Microsoft Corporation in the United States and/or other countries. 


Che News 


Warcraft Adventures: Lords of the Clans 


Blizzard goes on a surprising adventure beyond Beyond the Dark Portal 


@ STILL RIDING HIGH ON 
mm the success of its real-time strategy 

Warcraft series, followed by the block- 
buster hit Diablo, Blizzard Entertainment has 
announced its latest title, Warcraft 
Adventures: Lord of the Clans. Building upon 
the Orcs-vs.-Humans universe created for 
Warcraft, the designers of Lord of the Clans 
will present a fantasy adventure that picks up 
where Warcraft II: Beyond the Dark Portal \eft 
off. We'll return to the land of Azeroth in a 
game that is cross-dressed as a traditional 
adventure, with many of the original popular 
characters and locations developed via an in- 
depth storyline. 

The player will take the role of Thrall, a 
young Orc who has been raised among 
Humans and consequently been denied his 
heritage. Thrall must evade his Human captors 


Flying Sacm 


Fly the unfriendly alien skies 


(YN@ IS IT TRUE THAT THE 
| United States government is somewhat 
behind an alien plot to destroy the 
world? This is one question that is raised in 
AnyRiver’s upcoming first-person interactive 
title in which you pilot a UFO (at which point 
you probably identify it and spoil its name). 
You plummet into an alien war and find the 
fate of the Earth on your shoulders. 
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That old alien standby, the radar dish 


and attempt to reunite and lead the dis- 
banded Orcish clans that roam through 
Azeroth, ultimately returning power to 
the Horde. 

Allen Adham, president and founder 
of Blizzard said, “With Warcraft 
Adventures: Lord of the Clans, our 
goal is to recapture the elements that 
make adventure games great. Players 
will be immersed in the world of 
Warcraft with a rich storyline, charac- 
ter interaction and expensive explo- 
ration. The adventure game tells an 
important chapter in our overall vision 
for the Warcraft story. For the first 
time, players will interact with the 
Orcish Horde and learn about their history 
and motivations. The game adds to the depth 
of the Warcraft universe and provides the 
backstory for future titles.” 

Features of the game will include more than 
60 locations within seven regions of Azeroth, 
over 70 animated characters, more than 
40,000 frames of animation, a classical sound- 
track and the voice talents of Hollywood’s 
Clancy Brown (Highlander, Starship Troopers, 
The Shawshank Redemption), Peter Cullen 
(Optimus Prime) and Tony Jay (Disney’s 
Hunchback of Notre Dame). 


c. Pay 
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pire was not repre- 
h has ‘forme us that ee name has Lopes 


Featuring voice acting by Jeanne 
Tripplehorn (Waterworld, The 
Firm), John Cale (The Velvet 
Underground) and Neil Gamon 
(author of The Sandman car- 
toons), the game dredges up and 
incorporates actual UFO data. 
From abduction reports (fond fod- 
der of The National Enquirer), to 
alien descriptions and accounts 
from Area 51 Research Center 
experts, Flying Saucer attempts to 
create as based-in-reality a sce- 
nario as possible about the ques- 
tion of UFOs. Says AnyRiver presi- 
dent Stewart Bonn, “We expect Flying Saucer 
to bring about a new genre of interactive 
entertainment that takes players into a subver- 
sive gaming experience.” 

You play Boone, whose girlfriend Emily has 
been abducted by alien forces. You must trav- 
el from Antarctica to Gizah to Tikal to the 
Bermuda Triangle in an effort to rectify what’s 


Excellent visuals like this should be prevalent throughout 


Warcraft fans can look forward to a 1997 
holiday season release. Zug-zug. —Cindy Yans 

Warcraft Adventures: Lords of the Clans » 
Blizzard Entertainment * Windows 95 


Will alien-sim grognards complain about the flight model? 


been going on between the alien species, the 
Greys, and the Government’s Advanced 
Security Agency (ASA). So, if Bonn plans a 
subversive experience — and the government is 
behind it — be sure to watch where you bend 
over. —Cindy Yans 

Flying Saucer + AnyRiver Entertainment - 
Windows 95 


COMPUTER GAMES 


Moto Racer GP 


Giving the player plenty of room to vroom 


@ SEEMINGLY COMING 

from nowhere (or France), Moto Racer 

GP would appear to be another of those 

arcade racing games Sega likes to bring to the 

PC world. Only Moto Racer GP is from BMG 

Interactive. And it has network play. And 

incredible 3D accelerated graphics. It also has 

incredibly entertaining gameplay, even at this 
stage of development. 

Created by Delphine, of Fade to Black 
infamy, Moto Racer GP is an arcade motor- 
cycle racing game with little pretense 
toward simulation. There are eight tracks in 
all, from street courses to dirt tracks, and 
when you’re sick of them, you can drive 


You can do it in the dirt as well 


them in reverse. Multiplayer 
options include modem and 
null-modem for two players, 
and an eight-player LAN option 
(alas, IPX is the only protocol 
supported — Kali fans ready 
your emulators). 

After spending some time 
with a nearly-complete version 
of the game, it’s clear that this is 
a must-have game for arcade 
racers and owners of 3D cards. 
The “feel” is good, but it’s the 
visuals that are the main drawn. They’re 
Direct3D-accelerated and deliver a glass- 
smooth 30 fps at 640x480x16-bit color on a 
200MHz MMX Pentium with a 3Dfx accelera- 
tor (as well it should). For comparison pur- 
poses, a 133 MHz Pentium/Rendition combo 
couldn’t cope at the same resolution. However, 
multiple screen resolutions and detail levels 
are supported for different speed machines, 
and those who are 3D card-challenged should 
find the non-accelerated visuals, resplendent 
in 16-bit color, mighty fine, superior to those 
found in Sega Rally or Daytona USA. 

Scheduled for release around the time you’re 
reading this, Moto Racer GP is definitely a game 
to watch for, especially for those of you living on 


The old “race next to the ocean” scene. Always a favorite 


Moto Racer 
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_ CHOOSE BIKE 


Check out the high-polygon count bike 


the hardware bleeding edge. —Steve Bauman 
Moto Racer GP + BMG Interactive * Windows 95 
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Download your free demo and custom Lords II] theme pack from our Web site 


http://www.sierra.com/games/lords2. Order your copy today by calling ( ! Impr essions 


Declare all-out war with the Lords of 
the Realm™ II Siege Pack. Now you 


can concentrate on just fighting — this is 
pure combat. Lead your armies into 50 
new battle arenas which will test the 
mettle of the most seasoned war lord. 


Enemy hosts await you for head-to-head 
combat on the Internet. Plus, new castles, 


battle maps and scenarios are ready to 
take you to the next level — putting you 
one bloodstained step closer to the 
English throne. 


WOIVd ADAIS 


Fe) 


Choose to clash swords in the open 
field or lay siege to new castles with 
your customized army. 


he Siege of Caernarvon 

The malty gate, called the King’s Gate 
is heavily defended by two flanking 
towers 2 drawbrt A batlering 
Ram im m must for Unie couutle, 


Battle friends 
and foes on the 
Internet. 


Seige upon 10 new 
Castle Designs. 


Discover 20 
New Countries 
to conquer. 


Repel invaders 
with new Burning 


Pitch. 


Clash on 20 new 


Battlefields. 


Create your own challenging battle- 
fields — dare players from around the 


world to play on your “home turf.” 
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©1997 Sierra Cn-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Runs on Windows 95. 


~ light simulators are getting more realistic, that’s a given. With 
™ improving visuals, 3D cards and faster processors to crunch 

more complex flight models, there may be a day (soon) when a 

PC game will be able to replicate a perfect flight experience. 
But what then? What about accurately simulating the world sur- 
rounding the plane? Only a few companies are attempting that; DID, 
with EF2000, and Spectrum HoloByte with Falcon. Most games are 
content with a static mission-based approach, putting all of their 
work into the flight model and/or the visuals. When will someone 
take the next step? 

Perhaps that next step is Eidos Interactive's Flying Nightmares 2. 
According to Eidos’ Bryan Walker, the Producer and Designer of the 
project, "Flying Nightmares 2 is an attempt, 
after five years of stagnation, at bringing 
something new to the flight simulation 
market.” Those are bold words, and more 
than one project has made this claim in 
the past. We'll find out this summer. 
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Flying Nihitnares 2 includes one cam- 
paign with 24 missions focusing on a mili- 
tary uprising in Cuba. It starts with a evac- 
uation mission at Guantanamo Bay and 
will eventually lead to an assault on 
Havana itself.In these missions, the player 
will be able to fly both Harriers and 
Cobras. The campaign is not dynamic, as 
that would take over a year of extra devel- 
opment time to develop. 

“How’s the flight model,” they ask. The 
Cobra model properly handles a number of major aerodynamic 
effects, including ground effect and retreating blade stalls. The Harrier 
performs realistically as well, but not so realistic that it compromises 
the entertainment value of the software. 

The weapons are designed to be as realistic as possible. 
Sidewinders, for example, got their names because of their wiggling 
trajectories, and that is realistically modeled and visually represented 
in the game. The real Harrier has 25 different radar modes, and based 
On input from Harrier pilots, they've narrowed it down to the 10 that 
they actually use (they've gone ahead and modeled two more). 

A virtual cockpit is included, one that attempts to model peripheral 
vision. What they've done is put up an identifier when something is 
within 60 degrees of your forward view. Until you turn to get a bead 
on what's out there, the identifier will be generic. This is designed to 
help out with situational awareness. 

The 3D engine used in Flying Nightmares 2 is optimized for use with 
3D accelerator cards on high-end machines, with support for incredi- 
bly high frame rates at 640x480x65,000 colors. It will support 
Direct3D, as well as custom versions for specific chipsets. An MMX ver- 
sion will also be produced, at a cost of the high-realism flight model 
that uses floating point math (a flaw in the MMX technology is that it 
uses the floating point unit). The MMxX version will also support 16-bit 
color, but lack many of the specialized 3D technologies that the hard- 
ware cards support (bi-linear filtering, mip-mapping, etc.). 


On the sound front, 
the game uses software- 
based Q-Sound to pro- 
vide realistic depth-cued 
stereo sound effects. 
Passing a Harrier with a 
Cobra on a runway shows 
off this feature to great 
effect, and a Cobra hover- 
ing next to a hangar will 
produce echoes. 
game But just being a flight 

simulator wasn’t enough 

for Walker and his team. 
“We looked at the best-selling simulations, at their technical features, 
and we are bringing the same amount of attention to detail to this 
game. But we also knew we had to bring something else to the genre, 
So we took the cue from the original Flying Nightmares [released for 
the Macintosh] and brought in a strategic element. We're expanding 
on it to bring Flying Nightmares 2 not only up to the level of, but 
beyond such games as Command & Conquer.” 


The heart of Flying Nightmares 2 is its built-in real-time strategy 
game. Dubbed Commandant, it allows would-be commanders pret- 
ty complete control over every unit in the battle.“We looked at 
some of the alternatives,” says Walker, “especially TACTCOM for 
EF2000, but most of them have interface problems and a lack of 
flexibility. The simplistic combat that those games have had to go. 
In [our] strategic game, the combat is mathematically resolved that 
taking into account unit facing, its position and the terrain it’s on” 

A simple point-and-click interface may remind gamers of games 
like Command & Conquer, but it’s a lot more involved. The basic 
commands you can issue include move, attack target, entrench, 
hide, charge, suppress and bypass, escort, defend and join. The 
graphical representation of the battle is very simple, but the math 
running underneath is quite complex. Overall, it won't be as fast- 
paced as Command & Conquer, but it will be more realistic. 


You can combine 
units in the strategic 
game into task forces, 
and at that point they achieve a synergistic effect, directly dependent 
on the types of units that they face. Units will attack instinctively that 
represent the greatest threat to them, and the player will be able to 
override this by assigning them the target. 

One thing unique to the game are the rules for sighting ground 
objects. A Harrier, for example, can make multiple passes over a 
forested region and never notice a squad of soldiers camped out 
there, whereas the Cobra may be able to detect them. If the squad 
decides to fire on the crafts, that changes everything, and greatly 
increases the chance that they will be spotted. 

This fits in perfectly with the more strategic focus to the game, 
because it will be imperative that the player use their ground 
troops to identify targets for the Harriers. If you’re flying in a Harrier, 
you'll see empty areas where troops may exist. Visually, no simula- 
tion can do a proper high-resolution rolling terrain, so the game 
will fake it by just not showing the units unless they're spotted. 
However, if you're positive there are units in an area, you could 
choose to bomb it, and if the units just happened to have been 
there they will take damage. 


Flying Nightmares 2 is also an Internet application. One person can 
serve a game for up to 16 players (who can jump in and out of the 
game at any time). One person will create a game, and it will 
broadcast a unique TCP/IP identifier, allowing others to locate that 
game. Once located, it will list the scenario on that server, includ- 
ing winning conditions and the map being used (the maps are 
generic islands). 

Winning conditions include a simple points battle (based on kills), 
the destruction of the enemies headquarters, a “King of the Hill” sce- 
narios where you attempt to get the most ground units in a certain 
area, and “Last Man,” where you have to destroy every ground and 
air unit (except infantry—that would be eternal and tedious). 

Once in motion, the game can work any number of ways. It’s always 
structured as two teams, the Red versus the Blue, and one player on 
each side is the Commander (they can transfer control to someone 
else as well).On Any number of players can be watching the strategic 
game, and anyone can jump into any Harrier or Cobra at any time. 
Teammates can communicate with the commander and assign targets 
to each other. A commander can send a flying unit a command, and if 
you're flying that vehicle a new mission will pop-up on screen. You can 
choose to fly it, or not. If you don’t, you can be reprimanded or kicked 
out of the battle by the commander. 


Ultimately, the great difficulty in putting together a game that mixes 
genres is that one is it ends up appealing to no one. If the flight simu- 
lation part of the game isn’t top-notch, with a high caliber flight 
model and realistic weapons systems, simulation fans will be upset. If 
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Can be flown by the player. Used against enemy aircraft and ground forces. 
Guest starred in True Lies (as a Harrier). 


Can be flown by the player. Armed with a 20mm cannon, rockets and TOW 
or Hellfire missiles. Useful against armored units. 


The most powerful and important ground unit. 


Artillery that provide fire support from up to 30km. Perfect for support 
roles, as they can be set to automatically fire upon spotted units. 


An Armored Personnel Carrier designed to carry units across the battle- 
field. 


Difficult to detect, these units can provide target designation for vehicles 
equipped with Hellfire or Maverick missiles. 
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A Humvee with a Stinger. Fastest vehicle on the battlefield. | 3 


Surface-to-air missile with a range of over 50 miles. 


Utility helicopter useful for transporting troops or rescuing downed 
pilots. 


Jams enemy radio communications, keeping them from being able to 
receive new orders. 


Can repair runways, deploy bridges and clear minefields. Armed only with 
Slide rules and pocket protectors. 


Provides radar coverage over the battlefield’s airspace. A prime target for 
the other guys. Played by Alan Alda in the game. 


A remotely piloted vehicle that can search out targets with great speed. 
Hard to hit. 


the strategy game is dull, it will be of no interest to wargamers. 
Simulation fans may not want to play general, and wargamers may 
not want to fly. These are the risks that the game faces. 

However, if Eidos can pull it off, this could be a special game, one 
that really does bring something new to the flight simulation market. 
So far, what we’ve seen looks quite impressive, but it will take a lot of 
analysis to see if it really works together, if the disparate elements gel 


into one cohesive whole. 
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Sink into the 


The Critics are Gusting With Praise: 


Excellent level design, brilliant 
weapons... an excellent addition 
coma talous\alele)i|alemel=ialcon 

-Next Generation On-Line 


-...destined to become one of the 
next great.cult hits... the game 
more than lives up to its name... 
the most fun I've had this year! 


-Adrenaline Vault 


Pk OA Gk OK OK 


-PC Gaming Review 


It doesn’t get any better than this... 
Eye Poppin’ Demo Award 


-Gamepen 


eq version in May 


full—hloc 


MORE BLOODY FEATURES 
34 deer red levels 


all 4 episodes featuring gore galore, true rooms-over-rooms and hidden hellholes 


& dedicated multiplayer 
nlocdhath levels 


optimized for KALI, featuring team-play and all new humiliations 


12 sick, SICK Weapons 


Takei ere| lave marzelele(eleme(o]it-fam(-s-if- mer- lage) alomr-lelemiit= leeches 


17 ugly-ass enemies 


@| _ hell-hounds, phantasms, chrysalids and the almighty Tchernobog 


marc editor. 


“=~ build your own abomination 


© 1997 Monolith Productions, Inc. All Rights Reserved. Blood is a Trademark of Monolith Productions, PO Box 3268. Kirkland. WA 98083. This game uses the Build engine 
www.lith.com and tools by Ken Silverman. Published and distributed by GT Interactive Software Corp. All other trademarks are the property of their respective companies. 


FEATURE 


layers have hevin waiting about a 

decade for Electronic Arts to give birth 
to Wasteland 2 for what has been an 

| in ntestably long gestation period. 

“Since EA showed no signs of going into 
 Jabor, nor did they choose to implant 

the license into the fruitful womb of a 


a fifties brand of swing-croon through static-filled 
radio cabinet speakers. Billboards flash by, advertis- 
ing wonderful products that will make your teeth 
clean and bright, your dog’s coat shiny or your 
bunions shrink. The wailing crooner fades, you crash, 
and as reality explodes, so does a victim’s head ina 
splatter of blood before your eyes. You blink. The 
world is greasy...bleak and dismal... filled with the 
mutation of spirit as well as environment. This is the 
world of Fallout — this is the carnival of nuclear holo- 
caust. This is a light-hearted cotton candy caper of 
an RPG. Well, perhaps not, but alongside the harsh 
and dark elements lies team Fallout’s slickly tongue- 
in-cheek slant on the universe of The Morning After. 


__ MORE FUN IN THE Po bs “NUCLEAR WORLD 


_ BROTHER, CAN YOU SPARE A CHIP? 
_ Itis 80 years after WWIII,“The-Bigger-One’ wreaked nuclear 
_ havoc on the planet. Several generations of your family have 
per these years in the confines of Vault 13, originally pur- 
ased by your great grandparents who fell in love with it in 
. - Better Vaults and Gardens. Perhaps families had been upgrading 
oe heir vaults and deeding them to their children since WWII, The- 


Look’ that pulls the player's chacacter out of the 
sult; once out, he or she may wander just about anywhere in 
xploration of the dearth-land. Many sub-plots evolve during 
le sear h fo the iniacoatledl chip, as well as situations that 


ct the game will be devoted to f nding the chip. 
in ae ane the Ree oe to get information which 


able to explore at will. Player actions will provide results which 
will enrich the story, and further detail character development. 
Moral dilemmas are present at every turn. For instance, once 
you do find the water chip, will you take it to save your own 
people, even if it means risking the lives of the folks who are 
using it? Tough decision. 


STYLES AND SLICES AND DISAPPEARING ROOFS 
The look of the game can only be described as retro-futuristic, or 
as some of the design team call it, high-low tech. It's as though 
the world stopped and froze somewhere in the 1950's — which 
is, of course, what happened. Team Fallout was inspired by 
many sources, such as Brazil, of course, and The City of Lost 
Children. The combat-soldier image in the game sports aneye- 
piece on his helmet as a direct reference to the Cyclops charac- 
ters in The City of Lost Children. There will be many references, 
direct and indirect, drawn from other sources, including The X 
Files, Star Wars, and Road Warrior. | 
In the game, there is a little dog in Junk City who requires 
active befriending. However, If you are wearing the ever-popu- 
lar black leather armor, the critter automatically befriends you, 
because he thinks you're Mel Gibson as “The Road Warrior” (if 
Road_Warrior then Friendly_Dog). . 
Any time one of the design team came across a pict e of 
a weapon or piece of armor from anywhere (such as Sold, r of 
Fortune or Ladies’ Home Journal) and it was “cool enough” ‘Oo 
include, it was fair game. Entertaining gems have beef’ = » 
imported from just about everywhere, hence almost every 
one will find something about which to reminisce. Says Tir 
Cain, producer/lead programmer, ‘It reminds me of Mystery 
Science Theater. They always say, People aren't going to g¢ 
of our jokes, but the say who will get them 
appreciate them....” 


refit 


The view is isometric hex, with the now-you-see-it-now-you-don't 
roof cutaways from the days of Ultima VI. Leonard Boyarsky, the lead 
artist, and his team have crafted detailed artwork that shouts “classi- 
cally eerie,” with dark and sinister overtones and plenty of soot-cov- 
ered walls and overturned cars. Your character will interact with 
many NPCs.and monsters, from Radscorpions, Mole-Rats and 
Centaurs to.some characters that are presented in the form of talk- 
ing heads. The “heads gang” will be played by voice actors such as 
David Warner and Ron Perlman (who also plays a narrator) and many 
others, most of whom will#ot receive general game billing for pro- 
motional pusposes. The heads themselves have been sculpted from 
clay, digitally modeled and textureimapped, and are being painstak- 
ingly instilled with phoneme-lével lip Sync (which, they say happily, is 
a lot of work). The head screens will Be sources of information and 
dialogue trees, and will provide the player with more “personal” con- 
tact with the world — a moderately hefty one with 12 different areas 
ranging in size from four to twenty 640x480s. There is a town called 
Shady Sandsyand 4 location noted simply as Vats. An automap fune 
tion allowing playersite return to already visited areas is represented 
in a sort of radar map style in keeping with the flat, more 2D look 
seen elsewhere in the game. 

To aid in clue-gatheringja PIPboy 2000 ({!?) is provided which will 
contain automatically addéd bits of importance, whether they come 
from dialogue or game events. 
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WHAT'S SO SPECIAL 
Formerly associated with Steve Jackson Games [see this month's 
Road to Nowhere], Fallout has undergone a radical GURPS-ectomy, 
that has removed all traces of the Jackson’s GURPS game system 
and replaced it with a very SPECIAL prosthesis. Now undergoing 
outpatient treatment, the game seems to be well on the road to 
recovery with all sutures healing nicely. SPECIAL stands for the 
attributes of Interplay’s own skill set system (Strength, Perception, 
Endurance, Charisma, intelligence, Agility and Luck), which was 
handily substituted for the GURPS system after the dissolution of 
the affiliation with SJG. 

The player may choose between one of three canned characters 
(not a choice any real RPG-er would make), or may build his or her 
own. Of course, the three basic styles of character are tailored to the 
three modes of gameplay usually associated with RPGs: blow ‘em 
aWay, outsmart ‘em or the ever-popular rob ‘em blind. SPECIAL is a 


point-based system which provides the player with a character that 


has average stats in all Seven areas, each of which may be medified 
on a one-for-one trade basis. 

There are no races in the game, although they initially proposed 
these character types: White Male, White Female, Black Male, Black 
Female, Asian Male, Asian Female, Mutant Male, Mutant Female, 
Ghoul Male and Ghoul Female. Eventually, they decided that to get 
the level of depth with each possible character type, they had to 
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Top te bottom: Home Sweet Vault; The entryway to Junktown resem- 
bles an auto graveyard; “I wanna drive the van.” “No, me! No, me!” 
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restrict the number of types. So now, you can play a man or (drum- 
roll) a woman (even though you may have had your heart set on 
Mutant Bovine). The team does invite you to pretend to be any race 
you like, though, since it is, after all, an RPG. 

Players progress from Level 0 to Level 21, gaining experience, skills 
and perks along the way. The 18 skills increase with level-building and 
experience, and include basic weapon and combat proficiencies, as 
well as more specialized ones such as Doctor, Science and Gambling. 
Categorically, there will be 6 combat, 2 healing, 4 thief and 6 miscella- 
neous skills. Although the skill set is broader than originally planned 
(Science used to be broken down into branches of science), the design- 
ers feel that players would be unfairly compromised if they acquire a 
much-anticipated skill and find that it is only used in a minute sliver of 
the game. Perks may be selected after every third level-up and include 
range, movement and melee bonuses, radiation resistance and empa- 
thy among a list of 40 or more. Tradeoff possibilities exist here as well, 
as you will be able to get a perk at the cost of another stat. 

Reputation statistics are derived from the player’s behavior, and 
affect how he or she is perceived by groups and individuals. You can 
be a drunken, drug-addicted, champion, berserker child-killer — but 
not all at the same time. A champion child-killer, for instance, is not 
an option, although designers did toy with the idea of reputation 
being location- or town-specific. 


CHOOSING UP SIDES 
Although the hordes scream, “MULTIPLAYER MULTIPLAYER,” 


designers feel that the game is best served in a single player envi- 
ronment, and have developed an interesting combat system 


involving teams. Instead of 

the traditional snag-a-party- 

member/recruit-a-gnome 
style of RPG in which you con- 
trol all of the party members and trade the shirts off their 
backs, Fallout fills its combat sequences with team interaction. 
Many situations will involve a team of characters allying with 
you or against you and each other in what should prove to be 
an interesting twist in the world of RPG combat. Here you do 
not control the other characters; instead you join them (or they 
you) so that when you are attacked by an antagonist, you will 
see your protectors come to your aid in a very realistic team- 
combat simulation. There is no limit to the number of teams or 
“groupings” there can be. Perhaps there will be one composed 
of guards, one of peasants, one of mutated cattle, one of petu- 
lant manicurists...all will depend upon the relationships you 
have forged throughout the game by your actions. If you attack 
animals, perhaps that will set off Local 83, the Shepherd’s Union; 
if you fire into a crowd, you're likely to create a mob scene - all 
sorts of situation-based hell are likely to break loose. The little 
Dog-Who-Would-Be-Mel is a fine ally and once befriended will 
loyally follow you and attack your enemies. QA testers have 
been very happy with the way this system is developing and say 
that it provides unusual and interesting gameplay. 

Although the gamestory progresses in real-time, the combat 
itself is turn-based, giving the player time to form strategies, 
change weapons and armor or rush off to take a... Movement in 
the game is restricted to walking, running targeting and firing, all 
of which require action points. When your action points are deplet- 
ed, your turn is over and you see the remaining creatures perform. 
Action points are then replenished at the beginning of your next 
turn. For extra fun during combat, you will be able to target specif- 
ic areas of your antagonist: eyes, each arm, each leg, torso (the 
default target) and groin (ouch). 


THAT'S A MIGHTY BiG GUN YOU HAVE THERE, SOLDIER 


Choose from a plethora of weapons inflicting all types of damage 
such as fire, electrical, plasma, explosion or EMP and watch the 
gore fly. We'll see many vivid and gruesome ways to die (a violence 
meter is provided for the faint of heart). You will find three levels of 
violence: the bleed-a-little, the bleed-a-lot-with-parts-a-flying, or 
the bleed-all-over-with-many-parts-a-flying-and-becoming-com- 
pletely-vaporized varieties. Of course the “explode like a blood 
sausage” metaphor that was provided to us for earlier coverage 
truly conveys the mood. The game will carry a Mature rating for 
animated violence, animated blood and gore, strong language, 
drug use, alcohol, gambling and blood-sausage-ism. 

Here is a partial list of weapons: brass knuckles, billy club, crow- 
bar, flamethrower, assault rifle, hunting rifle, knife, throwing knife, 
laser pistol, magnum pistol (DE.44), 10mm autoloader pistol, 14mm 
autoloader pistol, rocket launcher, shotgun, spear, SMG, sledge- 
hammer and a frag and two other types of grenades. And what 
arsenal would be complete without a full array of ammo: 10mm AP, 
10mm JHP 14mm AP, .223 FMJ, .44 FMJ,.44 JHP. 5mm AP, 5mm JHP 
and 9mm ball. With such an array of weapons, it’ll be very hard to 
choose which to deploy now and which to wrap for Mother's Day. 
Fallout promises mass annihilation from beginning to end, tinged 
with moral struggle. Can this be a paradox? Nah. 

At any rate, the members of team Fallout (formerly team 
GURPS) have hiked a long and rocky path between Scylla and 
Charybdis, (Interplay and SJG, that is), and are emerging intact — 
at least as intact as they were when they started (check 
out the Mutants section of their web page 
for some pretty scary bios). It appears as us, af oe 10) 

Hi) / 


RPG, one which is quite out of the ordinary. 
And all we can do now is hope for a timely i fae 
summer birth, although, as we know, sales “ 
and marketing sometimes have to step in to YY: On 1% 
perform an emergency cesarean section. & $ eee. 
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“The real deal in real time.” 
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“C&C is back, bigger and 
badder than — 
-PC Gamer U.S. 
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”Red Alert has set a 


standard by which other 
strategy games are now 


judged.” ~Happy Puppy 


“One of the best you'lfind AT RETAILERS EVERYWHERE 


in the world-of PC games.” OR CALL 1-800-874-4607 
—Gamespot ; 
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©1997 Xatrix Interactive Design. All rights reserved. Redneck Rampage and Interplay are trademarks of Interplay Productions. 


mee Gin-u-wine redneck 
dialogue and humor 


ve 14 levels of 3D SVGA graphics featuring mortuaries, 
trailer parks, chicken processing plants 
and tons more fighting locations 


@ 10 brutal weapons including crowbars, dynamite, double-barrel 
shotguns, ripsaws, and an alien arm gun 
(yank the tendon to fire!) 


ye Gas up with pork rinds, whiskey, and beer a-plenty 
ye 8 player multi-player, death-match action and modem play 


ye Rockabilly soundtrack featuring Mojo Nixon, The Beat 
Farmers, The Reverend Horton Heat, and Cement Pond 


ant Load the 
ive Preview At: 


reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 
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Climb to higher terrain to improve your 
view of surrounding territory. Realistic 
terrain dynamically affects unit 
movement, so units move faster 
downhill and slower through swamps. 
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bly did a double take, but it's true— 
Sierra is doing a sequel to the game’ 
that, but od Battlecruiser 3000AD, is 


are they thinking?!” is a re that 


comes to mind, and one we put to 
Pat Cook, Director of the Outpost 2 
_ project. He e present haiae some of © 


How did you get i ovolied with the Outpost 2 project? 

I'll have to admit to you | didn’t have anything to do with the original. Alan 

McPheeters [Designer on Outpost 2] and | had been working on Front Page Sports 

titles for the last five years. 

We actually had Outpost 2 going here at the company—here at Dynamix—which 

had a different team and a different group on it. They were going to take the first 

One and expand upon it; fix a lot of things, do a lot of other things that apparently 

had been [part of] the customer feedback that had come in based on [the original 

game's] model. 

Ken [Williams, President of Sierra] goes around to all the different divisions once 
every three to four months and looks at every product as it’s being developed, as it’s 

_ going along; he came and looked at Outpost 2, apparently, at one of those milestone 
meetings and decided it just wasn’t any fun and he wanted to make a game out of 
it this time. He wanted to move away from this hard science simulation thing where A ere and vehicles may look familiar, but the game- 
you were having to worry about minutiae like “what’s the oxygen level in agridome play is quite different 
#12” and things like that ....so he pulled the plug on its current development. 

At that point, then, Jeff Tunnell, who’s our general manager here, came to me and 
said, “| need someone to do Outpost 2, do you want to take a look at it?” Up until that 
point | had not played Outpost and was not that familiar with [the game] and how it 

__ was received by the public and press, so | spent about a month going through all 
the feedback, playing the game, going through the strategy guide, [and] going 
through the walkthrough. Basically | found the customer feedback to be pretty 
much spot on as far as my perspective as a gamer;! agreed with almost everything 
they had to say. There were things about it that were real neat but there were a lot 
of things that didn’t get finished, or weren't play balanced right, or were difficult to 
figure out, some of thing things in the interface itself. So | came back with a propos- 
al that met a lot of different kind of criteria; we tried to incorporate a lot of the feed- 
back that customers had, tried to keep the story based within the universe of the 
Original one because | thought that was a really good premise, and we were also try- 
ing to keep Ken’s directive of make it a game, make it fun.... 

One of the biggest things | think the original Outpost did—and | don't know entirely 
because it was done down at Oakhurst-—[was that] apparently they did a monster 
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¥Y While war isn’t everything in the game, you'd better not 
play the appeaser 
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A Uh-oh— enemy’s got the high ground! 


In Outpost 2, as in the 
original, your goal is to 
ensure the success— or 
at least survival— of 
your colony. Instead of warfare against the massed 
forces of alien cultures, you fight the two things 
humanity has always fought: the environment of a 
hostile world and other humans. While the game 
continues the story of the original, gameplay is 


quite a bit different. First off, the game is real-time, 


So unit movement and actions (and combat, when 
it occurs) will feel somewhat similar to Command & 
Conquer. The game is also much less of a “simula- 
tion” than the original; while you still must keep 
your colonists safe and prosperous, the idea behind 
Outpost 2 is to work successfully through the story, 
having fun as a gamer instead of facing the 
drudgery of management. To aid this change, the 
gameplay is now mission-oriented instead of free- 
form; again, more like a C&C than a SimCity. 
Whether Outpost 2 will succeed where Outpost did- 
n't remains to be seen; Pat Cook certainly thinks so, 
but it will be up to gamers to decide. 


For even more from Pat Cook on Outpost 2 
check out an expanded interview on the CG 
Online website at www.cdmag.com 


Y Each side takes a different approach; for example, 
RRNA CR Pg HO 


strong-arm PR tactic on it where they were just hyping it beyond belief, it was the next 
greatest thing since sliced bread—and it wasn’t finished, | guess; and the [game] went out, 
it didn't have a lot of things in it.. .. I've gone well, one thing we want to be sure of then, 
we don't want to over-promise... I'd rather under-promise and over deliver on this one. 

You can’t play with customers; you can’t promise them stuff and then not have it 
there. There was stuff in the manual even-“build a monorail”-there was no monorail 
in the game! That's just... ack, ! hate that! ... When people around here heard... 
“you're doing Outpost 2? What ... are you thinking?” | kind of look at [that] as a chal- 
lenge to go, well, you know, we'll make it a very different kind of game, we'll let this 
one stand on its own merits.| point at Dune and Dune Ii as a good example of this; 
Dune Il was a very different kind of game than Dune /, which was an adventure 
game. | loved Dune il, great, great game; set in the same kind of universe, kept the 
same characters and the same kind of planet, you know, we're still trying to harvest 
spice... and | go, weil there’s your perfect [example] right there. 


It's kind of different game than the original Outpost as far as it’s not this little tile 
placing game, it’s not turn-based, it doesn’t have that kind of a flow, with windows 
popping up in front of your face and having to micromanage [things]. But people 
will get in it [and] they'll recognize the buildings, they'll recognize the names, they'll 
recognize vehicles, they'll recognize the colony, they'll recognize things out of the 
research tree....1 think that people that played the first one will get in to this and go, 
“Wow! This is not just a straight sequel to the first one. It’s a very different kind of 
game, but it’s familiar,” and then they’ll play for a while and they'll go “Wow, this is a 
pretty cool game in it’s own light.” That’s kind of what we're trying do. I'm trying to 
keep the good things out of the first Outpost, and throw all the other stuff out. 

We're trying to keep a lot of things based on achievable science within the next 
150 years; we're not going to see little green men popping out, and alien races. We're 
trying to stay within the story line of the first one. 

The emphasis on this game is not the combat, not the fighting; it’s the survival of 
your colony.... There are none of the missions where the objective is “kill everything 
else on the map.” ... Sure, it’s got some real-time combat in there, but that’s not the 
emphasis. [However, when] you sit down to play multiplayer, what do people want 
to do? Well, kill everything else on the map, so if you set up in the multiplayer you 
can pick how you want to play.... You can set the winning conditions up, and on top 
of that you can play cooperatively or competitively. 

You've got very specific mission objectives; this came from a lot of feedback on the 
first Outpost. People were very confused or frustrated or kind of lost, and thought 
“Well, what am | am | supposed to do?” The intent on that was, | believe, [to be] a 
“SimCity in Space” ... you [could] do anything you wanted to do, instead of doing 
specifically something they wanted you to do... so in each mission [in Outpost 2] 
there are very discrete objectives you must reach to accomplish the mission. 

We [also] have several scenarios that we're building that are kind of open-ended. 
There’s not another player on the planet. ... There’s no time limit, there’s no objec- 
tive, so if you want to just start with your basic three or four buildings, then you can 
go build whatever you want to. ... In that sense, [these scenarios will be] a lot like 
what the original Outpost was. 


Oh, it’s still on the same planet, you'll recognize a lot of the same vehicles, [the] same 
buildings are in there.... Ultimately if you play the game (and part of it is my twisted 
sense of irony), if you play this game right, the best way you can, you'll be leaving 
the planet with 200 people on a starship in search of a new place to set down for 
home and call Earth, and make a new Earth; the great irony of it to me is ... the orig- 
inal Outpost started with 200 people in a starship flying through space trying to 
start a colony... [we're] essentially trying to take [the game] full circle. The other 
part, too, is from a PR/marketing standpoint, it’s guaranteed to get people to look at 
it! There was talk for a while after we’d made such major changes in the entire game 

.. about “let's just call it a completely different thing” [but] it’s using the people that 
were there from the first game, it’s using the technology, it’s just played in a very dif- 
ferent way and there's actually a game in it this time instead of like the first one. So 
Outpost 2 is going to get attention because people want to go “well, let's see what 
they did this time!” | know we're going to lose sales to some people who go,“'ll 
never buy another Outpost” ... but | also think there are going to be a lot of people 
who say, “I’ve just got to see what they did with the second one!” and | think a lot of 
people will get in, they'll see it’s a very different kind of game than the first one, and 
they'll realize “Wow! This is not like the first one” and then they'll play for a little 
while and realize... that this is a pretty cool game in-and-of itself. m= 


eee ~“An abundance of real-time _ 
é puzzles and challenges awaits.” — 
~ dif} -CNET Gamecentercom. 
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line; given the 


appropriate 
that the last 
game in the series will revolve around the Empire of the Rising Sun, 

namely, Japan, and war in the Pacific during World War Il. 
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A. The Battle Generator is a welcome addition 


‘To cover the entire theatre of operations adequately, SSI is not lim- 
_iting the game's coverage to the US/Japan portion of the War; 
instead, scenarios as early as 1936 and Japan's invasion of China will 


| be included. The package will feature two complete campaign 
_ games and approximately 26 scenarios (although this number could 


_ shift). The Japanese campaign will let players fight their way across 
_ the Pacific, culminating in the invasion of San Francisco. The Allied 
- campaign will include battles fought by many nations, including 
China, England, and, of course, the United States, and comes to a 
head with the invasion of Japan. Atomic weapons will apparently not 
_ play a part in the game; controversy aside, the fight for the Home 

Islands gives Allied players an ahistorical goal similar to the battle for 
San Francisco, and was felt to be more interesting from a gameplay 
standpoint. 

Aside from China, warfare in the Pacific Theatre was largely divid- 


ed into “small” land battles that were technically tactical or perhaps 


“grand tactical” in nature, and operational and strategic naval 
__ actions covering vast tracts of ocean. The types of scenarios you 
_ encounter in Pacific General reflect this duality; the one-hex island 


ite nel 


* Windows 95 


The final sun in the Five Star constellation 


“<4 Choose to play either the Allied campaign 
or the Japanese (Axis) campaign 


you see in what is largely a naval 
scenario might become a many- 
hex map for the invasion of said 
island. This approach was neces- 
sary to keep maps from being 
huge sprawls of blue hundreds of 
hexes to a side if using only the 
tactical scale, and to keep the land 
battles from being reduced to sin- 
gle hex die rolls when using the 
strategic scale. Of course, “scale” in 
the Five Star games has always 
been somewhat nebulous, so the 
primarily land-based China scenar- 
ios, which actually covered a fair 
amount of territory, won't be over- 
whelmingly huge. 

The naval combat has been 
completely reworked from the 
earlier games, and will include 
such things as air power (with the 
combat and reconnaissance rami- 
fications that implies) and critical 
hit tables for each vessel (i.e., 
attacks may result in hits on por- 
tions of a ship like its engine 
room, flight deck, or rudder, there- 
by crippling but not sinking it). 
Capital vessels are visually larger 
to help call them out on the 
maps, and will be more detailed 
visually than those seen in earlier 
General games. |In the more tacti- 
cal island invasion scenarios, ships 
are split between amphibious 
craft that can approach the shal- 
low waters of an island and blue 
water vessels that must stand off. 
Naval actions will be numerous 
enough to almost refer to the game as Pacific Admiral. 

Perhaps one of the biggest additions is a new Battle Generator 
that lets you develop scenarios for all theatres of the war (SSI will be 
including maps and units from both Panzer General and Allied 
General). Other features include a tutorial, a 3D sound-track that uses 
Q-Sound technology, multiplayer via modem or LAN, a high score 
system, and a unit glossary. Current plans call for a Pentium 90 or 
greater with 16 megs of RAM. 

If development stays on schedule, Pacific General should hit 
stores early this Summer; only time and gameplay will tell whether 
SSI rounds out the Five Star Series with a super nova or a brown 
dwarf. -Scott Udell 


A Naval activitiy close to 
shore; notice the differing 
water depths, from deep 
water to surf zones 


.. SCENATIOS AS 
early as 1936 
and Japan’s 
invasion of 
China will be 
included. The 
package will 
feature two com- 
plete campaign 
games and 
approximately 
26 scenarios. 
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“Fallout has everything necessary to be the best lait game of all time” : 
— Next Generation 
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Pile-ups like this are as common as traffic 
jams on L.A. freeways. Only this is what you 
wish you could do while sitting in traffic 


his is a warning to parents out 

there—do not buy 

Carmageddon for your chil- 

dren. It's nasty. It’s violent. It’s 

depraved. It’s sick. It’s also 

shaping up to be one of the 
most promising action games coming 
down the pike this year. Such are life’s 
little ironies... 

Carmageddon is a hyper-violent rac- 
ing game developed by SCi that’s com- 
ically over the top with violence and 
gore. In fact, it’s so violent it enters the 
realm of camp, in the style of Sam 
Raimi’s deranged movie, Evil Dead 2. 
The game is a kind of a cross between 
Quarantine and Destruction Derby, 
though at this stage of development 
it’s far superior to either of those 3 i 
games. Carmageddon gives you three 
different ways to win a race: you can 
win it outright, by completing X num- 
ber of laps before your opponents, 
destroy all of your opponents or kill 
every single pedestrian in the environ- 
ment (an unlikely proposition, when 
you consider that there can be more 
than 500). 

Carmageddon is a timed racing y 
game, but instead of incrementing the ae 
time when you reach the next check- | 
point, you have to get bonus points to 
increase your time. You get them for 
doing things like damaging your 


addled jocks 


opponents or by running into people (and cows). Yes, you got that 
right. Like the movie Death Race 2000 you get points for hitting peo- 
ple; when you do, they explode in a mass of blood and body parts. 
You even track the blood around for a little while. Sound effects con- 
sist of various screams and squishes. Yum. 

A general thread of black humor runs through the game, lest 
anyone forget that it’s all in good fun. For example, rewards for par- 
ticularly inspiring deaths are bonuses for “extra style” or “artistic 
impression.” Those inevitable flips and spins can result in a “cun- 


Splish splash. Your car emerges from the depths of 
the sea, only to surprise a beach bunny 


You think football is violent, wait until you 
drive onto this field and take out a few steroid- 


ning style bonus.” Power-ups range 
from the typical (full repairs, extra 
time) to the bizarre (a “jelly” suspen- 
sion, a “pinball” effect, whereby your 
car bounces off of walls and such, 
replete with sound effects, or the 
“pedestrian extro-bastard ray”). 

All of this wackiness would be irrele- 
vant if the game weren't fun to play, so 
the developers are working especially 
hard on the physics of the gameworld. 
The handling of the vehicle is more 
like a traditional race game than the 
CarDOOM feel of Quarantine; the feel is 
dead-on, and you can do all sorts of 
slick stunts, like the Rockford Files’“go 
in reverse, do a 180 degree spin, and 
continue forward” move. Unlike, say, 
Destruction Derby 2, all of the flips and 
flying that your car can go through 
don’t feel overdone, though certain 
speed-enhancing power-ups like 
turbo or “hot rod” will make you fly up 
in the air like you'll never see in reality. 
Unlike most other race games, the 
environment is quite interactive-you 
can take out trees, gas pumps newspa- 
per stands and lord knows what else. 

The game will ship with an aston- 
ishingly generous 99 (yes, 99) tracks. 
The opposing cars feature excellent Al, 
with each car showing distinct styles. 
Some will try to outrun you, while oth- 
ers will immediately turn around and try to destroy everyone else. 
What makes them particularly tough is that they remember if 
you've gone after them, and will pay you back accordingly. Their sin- 
gle-minded devotion to carnage is just one of the things being 
tuned before the game’s July ship-date. Also planned is a high-reso- 
lution graphics mode, FMV cut scenes and special network-only 
tracks for the six-player networking. A DOS-based game, 
Carmageddon supports IPX, so Internet play may be limited to Kali 
and other IPX-emulators. 

With Carmageddon and Redneck Rampage, it would appear that 
Interplay is taking the low road to PC entertainment. It’s easy to be 
controversial, so these games will hopefully be judged by their quali- 
ty, not their subject matter. Unless things go really wrong in the next 
few months, it’s already clear that Carmageddon will be the perfect 
way to unwind after a long commute. —Steve Bauman 
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Old World or New: Achieving empire either way 


o you like Civilization but feel that it was just too broad in 
scope for your tastes? Do you like games like Risk or even 
SSI’s Colonial Conquest, but 
feel their military emphasis 
was a tad shallow? Or per- 
haps you're just looking for 
a game that lets you be a major player 
on the world stage during the last 
great era of empires, the 19" century. 
If any of these describe your gaming 
tastes, then SSI’s upcoming 
Imperialism is a game you'll want to 
keep an eye on. 

In the game you take on the role 
of leader of one of seven major pow- 
ers out to achieve world dominance 
via Old World (military) or New World 
(economic) means (with adept politi- 
cal maneuvering needed for either 
approach). While the terrain is ran- 
domized in the game, the settings 
portrayed look a lot like 19" century 
Earth, complete with three general 
phases of development: a Napoleonic 
(musket-based) period; a Civil War 
period (with the rise of the rifle); and 
a Prussian/Pre-WW | period (with 
machine guns and bolt-action 
weapons). You will jostle for suprema- 
cy with the six other powers, trying 
to bring the sixteen minor powers 
into your sphere of influence through 
a combination of economics, diplo- 
macy, and outright war. Every 25 
years or so the world’s Council of 
Ministers will meet to determine who 
is closest to achieving world domin- 
ion, either via undisputed economic 
might or the unpleasant presence of 
occupying armies. 

The economic model is a core feature of the game, and one that 
can't be ignored even if military conquest is your preferred approach 
(although computer “ministers” can help automate things). To simpli- 
fy gameplay, all production is handled via your capital city, where 
you invest in new or upgraded engines of economy such as textile 
plants or steel mills. Send prospectors out to survey for minerals, and 
have engineers build railways and ports to improve the movement 
of materials into your capital and the movement of goods out. 
Resources and commodities drive your economy and affect each 
game differently; you may wish to corner the world market on steel 
production, but without the coal from that upstart minor power you 
will be foiled. Should you try to sweet talk them, or just invade? Do 
that, though, and their major power ally with the big navy may 
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¢ Windows 95, Macintosh 


A A developed nation, with the tentacles of a land- 
based empire (railroads) reaching in all directions 


A Setting trade policies is just one 
of the many diplomatic activities 
you can engage in 


choke off your steel shipments. 
Technology advances will occur at 
times throughout the game; SSI’s Carl 
Norman tells us that it will be very diffi- 
cult to win the game by the time of the 
first meeting of the Council, so your 
ability to keep your economy up with 
the latest trends will be a major part of 
your success. As the Industrial 
Revolution advances, your workers 
begin to demand more creature com- 
forts, so you'll have to redirect some 
(profitable) trade to them to keep pro- 
duction up. You'll also train workers in 
new skills, which means an investment 
in educational facilities. 

The economic model is closely tied 
with the diplomatic model, which is 
almost as involved. Keep a close eye on 
relations throughout the world so 
you'll know where to direct your eco- 
nomic or military efforts. Carrots and 
sticks work, but expect them to be slip- 
pery and hard to handle; diplomacy 
requires finesse (or sneakiness, 
depending on your definition). 

Military conquest is a most viable 
approach to world domination in 
Imperialism.With a properly tuned 
economy, SSI tells us you'll be able to 
form many unit types, from light 
infantry to artillery to naval steamers. 
At a strategic level, military units garri- 
son regions within a country (not squares or hexagons); you can 
march them across country, one region per turn, or you can invest in 
a transportation infrastructure to move them vast distances in a sin- 
gle turn. Battle can either be a simplified affair, as in games like 
Civilization, or (optionally) played out in tactical mode. While not in 
the version of the game we have, Norman describes the tactical 
mode as a somewhat simplified Panzer General-like system; in other 
words, more involved than the tactical mode in Conquest of the New 
World but not as complex as a full-up wargame. 

Multiplayer will be supported via modem or LAN (up to all seven 
major powers), but Internet play is not planned. System requirements 
are a 90MHz Pentium or greater, or an 80MHz PowerPC or above; on 
both systems you'll need 16 meg of RAM. J.P. Morgan and Bismarck, 
look out: gamers get their chance at /mperialism this Fall. —Scott Udell 
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“Perhaps the most desperately 
anticipated sequel since : 
Civilization 2.” - 


— Next Generation 
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Command & Conquer Gold Edition for Windows® 951 


HLL-NEW GOLD EDITION FEATURES 


Super VGA Graphics intensify 


_ realism and excitement 
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Play against competitors across the world 
with Westwood Chat* 


New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 


Available at retailers everywhere . | Command & Conquer is a registered 


trademark of Westwood Studios, Inc. 
or call 1-800-874-4607 © 1997 Westwood Studios, Inc. All rights 
* Requires existing Internet access 


nse reserved. Windows 95 is a registere 
cm trademark of Microsoft Corporation. 
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e were first shown what 
has become Extreme 
Assault last spring at the 
E3 show. After being suit- 
ably impressed by beta 
versions of Albion and 
Archimedean Dynasty, our BlueByte 
tour guide beckoned us into the dim 
depths of the booth. There, he rever- 
ently unveiled Level X, their new heli- 
copter game. We were... well, the ter- 
rain was really nice. At that stage, the 
“game” consisted of a chopper and 
some wicked rolling terrain. Today, 
Level X, now Extreme Assault, is nearing 
completion. The terrain still looks fab- 
ulous-amazing, even-but now there's 
a solid game to play, too. 

Before the simulation grognards 
start salivating too wildly, lets make 
one thing clear. This isn’t a helicopter 
sim. It's an arcade game (console own- 
ers will feel delightfully at home) fea- 
turing a vehicle which looks like a heli- 
copter (or a tank, in some missions). In 
fact, the vehicle flies more like your 
ship in Descent than a real world heli- 
copter. And as in Descent, the keyboard 
offers better control than a joystick 
(though it may just be that, with joy- 
stick in hand, you keep wanting the 


the swirling debris that used to be an 
enemy. All told, we're promised nine 
power levels for each of three weapons 
(a laser,a cannon, and guided missiles). 

The environment is of course fully 
3D, to the point where the plummeting 
remains of a chopper might catch on 
the eaves of a rooftop below. Blue Byte 
takes pride in pointing out that their 
engine has no need of a 3D accelerator 
card, and no such support is offered, 
but an MMxX-enabled version of the 
game is being worked on and should 
be included in the final package. As 
stunning as the game looks now, it’s 
almost frightening to think about how 
much better it would look when com- 
bined with both MMX and 3Dfx tech- 
nologies. The MMxX version looks quite 
a bit like the non-MMxX version, but has 
more special effects, such as transpar- 
ent smoke and special lighting. 

It is, however, hard to find fault with 
BlueByte’s philosophy, because 
Extreme Assault is by far the nicest 
looking non-accelerated game on the 
market, with high-resolution, 16-bit 
color graphics and a smooth frame 
rate (much like Archimedean Dynasty). 
Polygonal vehicles are texture 
mapped expertly enough that you 


craft to control like a helicopter). . tank, shows off a number of slick 3D effects, like won't mutter “nice texture mapping" 
Your missions take place across six transparent fire and water when you play. In other words, it is so 
operation zones. Within each zone good it's transparent. As mentioned, 
you'll fly a series of short missions, the terrain is awe-inspiring. Fly over a 
(about 50 total, we're told, plus multi- Fly over a crest and look crest and look down a vertical wall to 
player is promised for final) each with ° a valley floor, and your jaw is sudden- 
specific goals and a designated fly (or down a vertical wall loa ly hitting the floor. 
drive) area. Fly out of the area for too ° ° The environment is almost totally 
long and you'll fail the mission. valley floor, and your Jaw 1s interactive. Trees burst into flame 
BlueByte has used these artificial tan) when hit with fire. Bullets stitch across 
boundaries to turn up the heat, as suddenly hitting the floor. a wall leaving behind a pockmarked 
you'll learn as soon as you undertake reminder of the horrors of war, and 
your first mission: taking on two enemy choppers in a postage enemy vehicles blow up so nicely. 
stamp-sized bit of airspace. Each operation zone provides a dynamic All is not perfect. The controls require some acclimation, due to 
landscape, and areas you've scorched in one mission will remain the fact that the chopper doesn't fly like a chopper. But then, this is a 
that way in the next. beta and BlueByte is listening to feedback. By the time Extreme 
Clutching the “action” label more tightly to its breast, BlueByte has — Assault hits store shelves it may be damned near the perfect arcade 
littered the landscape with power-ups and shield recharges. These blast-a-thon. It is already a total kick to play, and looks better than 
may be found in some hidden nook, or they may be left behind in anything like it now on the market. —Peter Smith 
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@@m |e Four Horsemen of the 
ya, Apocalypse lurkan the shadows before” 
ray you. They are Death, Pestilence. Famine 
qi ‘. a : 
: \. and War. They are the root-of all that is 
evil. They are the least of your worries. 
The third and last known 
Serpent Rider, Eidolon, lives. As the 
KS i . , , 2 ‘i ‘ 
» Fe i# 
Jy ¢ Necromancer, the Assassin, the Crusader,’ 
Possess distinct spells, powers and weapons. With experience, gain levels, te | Rie Pee 
more hit points and certain abilities that apply to your specific a? or the Paladin, you must defeat the Dark ~~ 
character class, such as increased speed, fire power and jump distance. & Yi : ng 
Generals and their Hell-spawned legions © ~ 
fe! before you can face the archfiend and 
Stig ie. 
ee ie , attempt to end his ravenous onslaught. 
Lose yourself in lightning storms, blowing leaves, . | 
carthquakes, spraying fountains and pouring rain. ; “ 
Go in peace. And you will surely dies - 


Bludgeon your way through four demon-infested worlds — Medieval, te Bee DIA) G OF THe (PA, 


Egyptian, Mesoamerican and Roman. Smash stained-glass 
windows, collapse structural beams, pulverize trees and shatter egos. Coming this Summer on Windows? 95. 
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ver the net 


solely to get their permission to put the game 
NASCAR Racing on Papyrus’ planned online server, 


Lucky number 13 


NASCAR Racing goes online, with NASCAR and TEN along for the ride 


hen NASCAR Racing Online (NRO) goes y Oni 
WY -ice some time this summer, it will be ; a 
the 13th officially sanctioned series of genes’ 

NASCAR, the National Association for Stock Car 
Auto Racing and the governing body of such 
series as the Winston Cup (by far the most popu- 
lar form of racing, and one of the most watched 
sports, in the US), Busch Grand National and 
Craftsman Truck Series. 

No one was more surprised about NASCAR’s 
full involvement than Papyrus’ Ed Martin, the 
Series Director for NRO, who first contacted them 


code-named “Hawaii.” That service was to be a 
dial-in service, based in Papyrus’ office, that would 
allow races for up to 30 human drivers. 

“We took the concept [to NASCAR] in the 
hopes of extending our royalty rate to include the 
online service. The meeting was with Brian France, 
the grandson of Bill France Sr., the founder of 
NASCAR, and he says, ‘Y’know, | don’t want to do 
that. Let me tell you what | do want.! want to cre- 
ate NASCAR Online, and it's going to be the 13th 
sanctioned NASCAR series.’ 

“We said,You want to do what?’ After reading 
their proposal, we realized we hadn't done 
enough, because they were ready to offer real 
prizes, just like the rest of the series; [they envi- 
sioned] something much bigger, something that 
was scaleable for thousands of races and people 
at a time.” 

In the development of Hawaii, Sierra purchased 
Papyrus, and they were able to use their parent 
company’s experience with the original 
Imagination Network to help them plan the ser- 
vice. The original reason for doing their own serv- 
er was to eliminate the latency inherent in 
Internet gaming, something that every multiplay- 
er gamer is all-too aware of. However, the Internet 
boom had begun, so they had to find a low-laten- 
cy service provider, and that search led them to 
TEN (the Total Entertainment Network). 

NRO will feature multiple skill levels of racing, broken down on a 
track-by-track basis, with separate classes for arcade and simulation 
races. The server will track crashes, lap times and the skill levels of 
opposing drivers to assist in the ranking of every driver. Everyone 
starts with a ranking of zero, and a driver who consistently beats 
those with a higher skill level will move up. The points awarded to 
drivers will also reflect the skill levels of all of those who participate. 
lf a driver with a skill level of five beats a field of drivers with two, 
he’d get fewer points than if he’d beat a field of fellow fives. 

The tracking of “incident points” will be used to help keep things 
civil. There’s the obvious possibility of frustration for online drivers if 
there's one guy in each race who always wants to drive backwards 
and take out a bunch of cars. Too many incident points, for crashes 
and such, can cause your skill level to go down. The game will also 
track drivers who spend a wee-bit too much time facing the wrong 
direction and will send them to the pits. If they do it twice, they get a 
black flag. Habitual crashers can be tossed out of the league. 

Another advantage of virtual racing are the replays. The server 
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Left: 

Extensive chat 
facilities will be 
built in to the 
interface of NRO. 
It’s here where 
you'll set up your 
races, and people 
will be able to join, 
based on their skill 
level. You can tell 
this is a bogus chat 
session — no one’s 
talking about sex. 
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a Below: 
Imagine the enter- 
tainment potential 
of 30 human dri- 


vers racing over 
the net 


tracks every car in every position on the track, meaning you'll never 
miss the replay of that crash or pass. Because it tracks every game 
variable down to the millisecond, cheating should be nearly impossi- 
ble. lf someone figures out a way to have tires that never wear out, 
the computer will know. If they figure out a way to tighten the sus- 
pension, the computer will know. Just as NASCAR impounds random 
cars at the end of a race looking for violations, Papyrus will automati- 
cally retrieve five replays to check for cheating. 

Beyond the things discussed here, there are even more possibili- 
ties for this series in the realm of sponsorship and cross-promotion. 
NASCAR’s involvement has made NRO the first “virtual” simulation to 
receive official backing by a major sports organization, and it's things | 
like this that will help to legitimize online gaming. Consider this—the 
year end photograph of all of the NASCAR series winners could 
include, nestled among the likes of Jeff Gordon, Dale Earnhardt or 
Rusty Wallace, one Bobby Schmekler, age 13, of Podunk, North 
Dakota. What’s next-the Air Force giving promotions based on pilot 
kills in Warbirds? —-Steve Bauman 
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Ship: Pyro GX 
Pilot: KRYLAR 
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Command Post 


A Spring-time grab bag 


are usually pretty dead when it comes 

to new releases, and we’re either catch- 
ing up on all the stuff that piled on us 
around the holidays or bemoaning the lack 
of new titles to feed our urge for something 
different. Patient software watchers (like bird 
watchers, but found in stores and on the 
‘net), however, can be rewarded by some 
titles that they might have missed during the 
great game 
migrations 
around 
Christmas, or 
that might have 
held off until 
the hawks and 
falcons and 
owls of gaming 
have come and 
gone. I thought 
I'd let you know 
of a few that 
have come to 
rest in this edi- 
tor’s office. 

Perhaps the 
biggest fowl in this gaming coop is 
Command & Conquer Gold for Windows 95. 
If you missed the game that started the real- 
time craze, then here it is; despite the rush 
of real-time strategy titles (32 at last count), 
it’s hard to top. New in this version are the 
higher resolution sported by Red Alert and 
the easier multiplayer options; the C&C desk- 
top “theme” pack is also included. 
Surprisingly for a title now well over a year 
old, they did not bundle the Covert Missions 
expansion to C&C, although this version is 
compatible with it. 

People with a taste for games competitive 
but not combative may want to check out 
Hong Kong Mahjong from Nine Dragons 
Software. Not a mahjong player myself, I 
can’t really evaluate the gameplay of the 
characters (they all whupped me), but the 
package seems pretty complete. The on-line 
tutorial is okay but not great, the interface is 
a little clunky (especially for those who don’t 
know the game), and the tiny video clips of 
your opponents aren’t the best, but the actual 
gameboard, pieces and game actions seem 
fine (a note, however: this game really likes 
to run in 24 bit color; it looks awful with just 
256 colors). The publisher can be contacted 
by web at www.ninedragons.com, by phone 
at 415-664-3474, or by snail-mail at 351 Ulloa 
Street, San Francisco, CA 94127. 

Wargamers may be interested in the 
Harpoon II Admiral’s Edition; yes, the game 
I thought would never see light has actually 


T he first couple of months of the year 
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[1] Hong Kong 
Mahjong from Nine 
Dragons Software 


[2] Harpoon Il 
Admiral’s 
Edition-you can 
use the new plat- 
form editor to cus- 
tomize ships 


[3] Dragons in the 
Mist 


slipped 
into 
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and right 
into the 
bargain 
bins. Most 
reports 
have it at around $20 if you can find it (dis- 
tribution seems spotty). This package has all 
the Battlesets—including one never released 
and the scenario design contest 
winners—and the platform editor to let you 
design your own ships. What it does not 
have is a paper manual; while full documen- 
tation is included on CD, beginners may 
find it daunting (but beginners will proba- 
bly want to go with I-Magic’s Harpoon 
Classic ’97 anyway). 

HPS has sent us the latest—and last—install- 
ment of the current Panthers in the Shadows 
series. Called Dragons in the Mist, it covers 
combat in the Pacific and Asian Theatres 
from 1938-1945, and adds extensive 
Japanese, Chinese, Australian, Soviet, and 
even Dutch tables of organization and equip- 
ment to the engine. It includes seven scenar- 
ios (Tarawa, Kwajalein, Changkufeng, etc.) 
and several blank maps for build-your-own. 
One weakness: the README notes that the AI 
has trouble dealing intelligently with the 
islands while setting up its units, and the 
designers recommend you do it for the AI 
(something which lessens the “fog of war”). 
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While the game comes as a full install, it’s 
being marketed as an add-on (at $25) for 
owners of Panthers or Tigers on the Prowl 2; 
you need the manual from these games both 
for instructions and copy protection. 

SSI has released their first add-on pack to 
Age of Rifles, and while I haven’t dug far into 
it I can see already that some of the prob- 
lems I griped about in my review have been 
fixed (including the lack of random battle 
generation). The package includes three new 
campaigns (British Colonial Indian Mutany, 
Wars of Italian Unification, Hood’s Drive 
North) and some 30 individual scenarios 
(including my recent battle of interest, 
Wilson’s Creek). For more modern fields of 
battle they have the campaign disk for Steel 
Panthers II, but the new executable included 
with it is apparently not the full patch that’s 
available on SSI’s web site, so you’ll want to 
get that as well. 

As the end of March (and a fiscal quarter) 
nears quite a bit more “big” titles are com- 
ing out, but we’ll try to slip in some sight- 
ings of the smaller birds throughout the 
year. —Scott Udell 


COMPUTER GAMES 


Four New Campaigns 5s 
PUM COBY LAS | 


Artifacts, And Events 


ee 20 New Stand Alone Maps 


ee Network, Modem, And Internet 
Team or Competitive Play For 
Up To Six Players 
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On War 


Real time, turns, and military acceptance 


‘ve decided it’s time for me to put my two 

cents into the real time debate. Real Time 

didn’t start with Command & Conquer. 
Harpoon (Classic) is the first real time game 
I recall, and it is a challenge or a bore, 
depending on the situation. Before combat 
starts, it’s boring; once the missiles are flying 
there’s not enough time to think. Once com- 
bat starts, many players want a pause key 
(the February review of Harpoon Classic 97 
mentioned this). 

Turns are essential for the enjoyment of a 
game where the player assumes the role of 
anything above company commander level. 
Why? STAFF and SUBORDINATES. Without 
their help, only time allows a 
player to accomplish the 
many functions necessary to 
win. Even company com- 
manders have staff: 
Executive Officer, Platoon 
Leaders, First Sergeant, NBC 
NCO, Supply NCO, 
Maintenance NCO, and a Fire 
Support Team. 

On a related note, in the 
March issue, there was a 
question about why the US 
Military doesn’t use more 
entertainment software. Well, 
many games are used by 
military schools around the 
nation, but as a training tool, entertainment 
software has some shortcomings. For exam- 
ple, ZacOps adjusts hit and kill probabilities 
to make it “fairer,” only has two levels of ter- 
rain, and only allows two players. Training 
simulations allow a unit’s subordinate com- 
manders to play the game while their com- 
mander works in his Tactical Operations 
Center. Military simulations may have over a 
hundred workstations and multiple sides in a 
single game. However, there are many 
instances where entertainment software is 
ahead of DOD simulations in presentation 
and interface. 


Adjusting rounds 


We can use artillery as an example of how 
staff help a commander. Historically, artillery 
is one of the main killers on the battlefield, 
and is critical to success. Many tasks must be 
accomplished in order to bring “Steel on 
Target,” including target detection, calling for 
and adjusting fire, setting priorities, keeping 
the guns in range, and computing firing data. 
In most games, all the player must do is keep 
artillery in range and direct their fire. How 
many of you have failed to keep it in range 
so it’s available when you need it? As a rule 
of thumb, artillery locates so two-thirds of its 


range is beyond the front line. 
Artillery rounds don’t arrive 
instantaneously, and the enemy 
moves in the time interval between when it’s 
called for and when it arrives (Time to 
Transmit = the request + time to approve it + 
time to compute firing data + load the guns 
+ time of flight). Figure 2 shows this rela- 
tionship. TRP1 shows where the enemy was 


when I called for fire, and TRP2 shows where 


he was when it hit. While some games allow 
you to shift your aiming points, a good eye 
and a sense for movement factors is required 
to use FA effectively. 

Air support presents a similar problem. In 
addition to playing commander and forward 
observer, you’re also the air liaison officer. 
Planes don’t respond as fast as artillery, and 
are easier to destroy. Some games allow you 
to adjust the aiming point, but it’s essential 
to learn to judge where to place the impact 
point so the right target is hit. Even so, 
sometimes pilots don’t hit the right target. 
This frustrates the player, but is realistic. 
Pilots have a hard time picking out targets 
on the ground, especially if they are station- 
ary. Of course, precision guided munitions 
improve the chances of a hit. If the game 
permits, launch the aircraft, then have them 


The target moves while the rounds are in 
the air 


Where’s the Pause Key? 


Suppression of Enemy Air Defense 
(SEAD) swith helicopters 


loiter closer to the target to reduce their 
response time. 


Suppression of Enemy Air Defense 
In my Air Defense series a few months ago, I 
showed the tremendous amount of ADA the 
OPFOR has to protect his units against our air 
attack. Players must suppress or kill enemy 
ADA for air strikes to have any effect on the 
game. The quickest way is to kill them with 
direct or indirect fire. Another method is to first 
use attack helicopters to kill ADA systems, then 
let the airplanes work over the rest of the 
enemy formation. (Figure 3) Other games allow 
the player to use an anti-radiation missile to kill 
the radar, rendering an ADA battery useless. 
Next time we’ll continue our observations 
concerning ground combat in the modern 
era. —Michael K. Robel 
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Magic: The Gathering 
MicroProse 
Windows 95, NT 4.0 


if it followed the rules of Magic: The 

Gathering. Just try to convince me that 
walking into work, tapping four mana, and 
casting “Gaseous Form” on your boss (and 
“Jump” on the secretary) wouldn’t be unset- 
tlingly satisfying. Having a baby, but the kid 
comes out looking like a rabid wombat? 
Thank goodness you remembered to bring 
“Unsummon” to the delivery room. Gramps 
breathing his last? “Animate Artifact” will 
keep that old codger around for awhile. 

Even if life refuses to comply with the 
rules of Magic, MicroProse has done a stellar 
job adapting the incredibly popular card 
game to your PC. Covering every facet of the 
original card game in painstaking detail, 
while adding a complete adventure game 
portion to challenge even veteran players, 
Magic: The Gathering is just what the Samite 
Healer ordered. 

First, a quick background on the game. 
Debuting in the mid-90s from Wizards of the 
Coast, Magic cards sell into the billions. 
Hundreds of unique cards are available 
through expansion packs, and the game’s 
addicting nature convinces several school dis- 
tricts across America to ban it (hey, who 
would you want for your Civics teacher, Mr. 
Smeldergras or Uncle Istvan? “Si Si Oh 
Playmate” this ain’t). 

For the beginner, the game provides a tuto- 
rial adorned with the Macromedia logo that 
actually doesn’t suck. Through a series of 
chapters, first time players learn the steps of 
dueling from two smart-alecky wizards main- 
taining a curious affinity for slapping their 
capes across their forearms. Corny? Oh yeah. 
Useful, though? You betcha. 

Every possible provision for playing the 
game is thoroughly researched and accurately 
represented in this computerized version. 
Players can create decks from many of the 
cards up through the 4t) Edition sets, even 
going so far as to include the infamous Mox’s, 
Black Lotus, and the Ken Griffey, Jr. Rookie card 
(though its casting cost may be prohibitive). 

Building decks from scratch may sound 
like the elusive hobby you’ve been eagerly 
awaiting since the feds took away your “Jowls 
of the World” collection, but in reality it’s a 
prelude to the very heart of the entire game: 
The Duel. Skeptics who refused to believe that 
MicroProse could successfully create the duel- 
ing environment will be dismayed to find 
their concerns unfounded. The actual dueling 
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The Deck Builder Utility includes over 400 cards, including the infamous restricted cards 


Once the archers realize the black knight is really a pinata, the scramble for goodies begins 
Shandalar comes alive through towns and cities. Notice the division from swamp to forest 
Killer bees are “pumpable” for added strength. Sorta like steroids, only no NCAA investigation 


screen looks marvelous, with a clear bias for 
the organization freak. Every included card is 
stunningly rendered from the original art- 
work. Different areas such as your graveyard, 
life points, and current hand are logically 
positioned so that essential information for 
dueling always remains visible. At the same 
time, plenty of real estate exists on-screen for 
arranging the cards in play however you 
wish. Included shortcuts like double-clicking 
a card to automatically tap the necessary 
mana; right-clicking to get a complete 
description of anything in the game; and the 
ability to by-pass currently dormant phases 
of your turn all replace the drudgery of 
repetitive game mechanics with a streamlined 
gaming affair. 

Shandalar, the adventure portion of Magic, 
removes any notion that this game is just a 
simple port of the original. Starting with an 
almost random set of cards, players travel (or 
in the initial stages, scurry like naked ban- 
shees to the safety of towns in fear for their 
lives) across the world of Shandalar via a top- 
down view. Along the way, you'll trade in less 
useful cards for better ones, duel the many 
creatures of the land, and complete quests 
ranging from “find my dentures” to “Kill that 
stupid sorcerer who keeps mistaking my poo- 
dle for a breathalyzer machine.” Ultimately, 
you'll do battle “magi a magi” with five other 


wizards vying for the usual perks world 
domination offers. 

It’s this portion of the game that, from an 
entertainment perspective, really shines. 
Deviating from the standard “Mox, Death, 
Kill” strategy duels often migrate towards, 
Shandalar is much more situational in its 
deck building aspects. A deck comprised of 
direct damage spells might send a Troll 
Shaman spiraling into the cataclysmic depths 
of perpetual Fight is Enough episodes, but 
won’t touch the Ghostly Specter Of J.P. 
Patches with his Circle of Protection:Red. It’s 
this variant of tailoring your deck to any 
given foe which gives Shandalar lasting value. 
Every time you start a game, the quests, mon- 
sters, places, and starting cards change dra- 
matically. In perfect Sid Meier fashion, there’s 
plenty of helpful feedback; a diary of your 
past feats and accolades keeps the fires of 
accomplishment burning through quest after 
quest. In Civilization there never was a night 
(out of many, many nights) when the tantaliz- 
ing promise of an important discovery wasn’t 
just a “few more turns away.” In Magic, that 
fiery desire to finish just one more quest will 
once again stifle Mother Earth’s gross plane- 
tary potential for sleeping pills. 

All this grandeur would be moot were it 
not for a capable and hearty AI to match wits 
against. Not to confuse “capable” with “per- 


COMPUTER GAMES 


fect,” mind you; the AI does have quirks 
which allow for some bizarre “gimmies” when 
playing. Given the scope of the card game, 
however, the computer opponent plays 
admirably, all factors considered. With 400+ 
card types to track, all with special effects, 
abilities and timing issues, programming the 
interaction of these cards for all phases of 
gameplay is no small feat. Fortunately, the 
team at MicroProse have risen to the occa- 
sion; they’ve made sure the computer oppo- 
nent presents a viable threat for a broad spec- 
trum of Magic players. 

With all its good points, 
Magic does unfortunately fail on 
several counts. First, the AI, 
plagued with blemishes when 
encountering certain cards, ren- 
ders those cards useless. A flaw 
exists in the tutorial concerning 
the blocking of attackers, a criti- 
cal component of the game. A 
patch for known bugs is pend- 
ing (aren’t they always?). 
Secondly, multi-player capability 
remains absent until at least late 
this year when the first expan- 
sion pack debuts. Still, this shouldn’t be a 
tremendous hurdle, given the current crop of 
freeware programs which allow players to 
duel over the Internet (so far, Apprentice32 
seems the hands-down winner.) 

Make no mistake, however. Once Magic: The 
Gathering clutches you in its grasp, all thought 
of escape dissolves into a series of endless 
duels and shrieks of terror as that coveted ante 
card tromps off into the forest, possessed by a 
new and grumpier owner. Perhaps you could 
never imagine a card game which didn’t have 
“Summon Visa” and “Summon Mastercard” in 
its repertoire. Or maybe you play weekend 
tournaments and terrorize children with your 
Weenie... Horde deck. Whatever your stake in 
life, this game will entrap you into its lair of 
wits and wizardry. “Abandon Sleep, All Ye Who 
Enter Here.” — 7im Royal 


Enemy Nations 
Windward Studios 
Windows 


KKK KY 


Time to gnash your teeth and shake your fist. 
In Enemy Nations, set in the distant future, 
you assume real time command of any one 
of a motley group of races, controlling their 
research, construction, and battles. The plot 
of the game is that the governments of... 
well, who really cares—your colony ship 
drops on the planet—explore, exploit, expand, 
and exterminate. 

If you’ve played this type of a game 
before, you can jump right in without too 
much scratching of the head. The manual is 
easy to read but does lack detail on race abil- 
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Enemy Nations 


ities, unit statistics, 
and research infor- 
mation. Tutorial sce- 
narios have limited 
objectives and are notable because they carry 
over all the research, resources and vehicles 
from the last scenario. Definitely appreciat- 
ed are the random, edge-less worlds that 
are created. You may start with the bare 
minimum of materials and vehicles or with 
a full complement, allowing you to quickly 
boost your military or economy. 

Resources you have to deal with include 
food, lumber, iron, coal, steel, xilitium, oil, 
gas, and power. Your trucks are a vital com- 
ponent in the success of your economy as 
they transport most of these materials. “Auto- 
routing” for these trucks is well done and 
generally leaves you free to handle other 
operations. Pay attention to your resources 
early in the game. A time or two I was left in 
a lurch — I had no steel left and no smelter 
to manufacture it and, therefore, no way to 
get more. 

The interface is effective, colorful, and 
easy to use. Various icons indicate what is 
needed and supplied and tool bars issue 
commands quickly. Separate vehicle and 
building menus are provided and you can 
use some handy short-cut keys. You have to 
scroll the map using scroll bars or holding a 
mouse button—not as easy as the mouse- 
pointer-only method. 

Research only begins when you build—get 
this—a research facility. You research one topic 
at a time, although you can switch with a 
penalty at any time. Without guidance from 
research trees or detailed information, howev- 
er, I picked research topics almost willy-nilly. 


There are no continued warn- 
ings a research topic has been 
completed and since you are 
not forced to choose a new 
topic, it is easy to forget, wast- 
ing valuable research time. 

Combat, in all its visual and 
auditory glory, is generally 
standard fare but there are 
some interesting additions. 
Damaged buildings operate at a 
lower level of efficiency and 
units suffer a decrease in accu- 
racy and rate of fire. Units have 
fields of fire and 
some can move 
and fire simulta- 
neously. Your 
forces will 
defend them- 
selves if attacked 
but sometimes 
do not have the 
guts to initiate 
an attack on a 
nearby unit 
without prompt- 
ing from you. 

The config- 
urable graphics, 
sounds, and 
music are excel- 
lent. There are great visuals of fire, smoke, 
and blackened vehicles and the sounds of bat- 
tle are exciting. You have to steady yourself as 
you try to work the economy and assign 
research as you hear the battles continue. You 
will also be informed of events by creative 
voices from a variety of ages and personali- 
ties. This is a refreshing departure from the 
stereotypical voices used in other games of 
this genre. 

The computer AI maybe doesn’t “cheat” but 
it is granted additional race bonuses in higher 
difficulty levels. Computer opponents will not 
behave the same way each time, creating an 
air of anxious uncertainty-I have been sur- 
prised and humiliated. Even so, human play- 
ers are preferred, of course, and easy to find 
since Enemy Nations supports a variety of 
multi-player options. Only an embassy will 
allow you to specify relations with others and 
to exchange buildings and vehicles. If you 
want to send private E-mail, some research is 
required; until then only global chat is avail- 
able, making early secret alliances and coordi- 
nation impossible. 

There are many more good points than 
bad points about Enemy Nations. Although I 
unearthed a few minor bugs and acknowl- 
edge there is room for improvement, it is a 
solid source of fun, excitement, and great 
visuals. I can honestly say I’ll be playing this 
one even after this article is done. If you 5 
want to loose sleep, strain your relationships, = 
and succumb to a new addiction, then play oe 
Enemy Nations. —Michael Bowen =: 
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Why is it that wherever earthlings go in this 
universe, there’s always some other violent 
amniotic culture just waiting to rain on the 
celestial parade? Consider Fallen Haven from 
Interactive Magic no exception to this exasper- 
ating rule. As the story goes, citizens of Earth 
have decided that if one habit- 
able planet is good, more is bet- 
ter. So off go the more (or less) 
intelligent beings to a new land 
called Haven. And the people 
rejoiced. And there was much 
singing. Particularly “Uptown 
Girl.” Then the Taurans arrived. 
They hate songs. Especially Billy 
Joel songs. War is imminent. 

Whichever side you choose to 
play, the game has a lot to offer 
along the lines of good, clean, 
simple fun. As a turn-based 
strategy game, Fallen Haven 
offers two modes of play. The 
first is a strategic portion, where 
players shuttle forces, build up 
their colonies, and launch attacks. When inva- 
sion of a province takes place, the game 
reverts to a tactical mode, wherein combat 
occurs between opposing forces (sound a lot 
like X-Com? Shhh... don’t tell). 

Fans of This Means War (all three of you) 
will be right at home with the game’s pol- 
ished chromium look. The world map divides 
into 21 provinces, all with different produc- 
tivity ratings for energy, mining, and 
research. Each province has a different ter- 
rain “theme,” from desert plains to lush jun- 
gles to snow-capped mountains. In each ter- 
ritory, building up colonies capable of 
defending themselves is just as critical to suc- 
cess as victories achieved during battle. 

As futuristic tokens of war, every available 
unit type looks and acts unique. The fine- 
tuned balance of the game makes certain that 
no one unit type is immune to all others. 
Rangers are great for long range sniping, but 
dissolve into shimmering plasma puddles if an 
enemy unit tosses a pine cone in their general 
vicinity. On the other hand, a Tauran light 
tank can take several hits, but for dishing out 
damage can do little more than write “Wash 
me” on an enemy’s windshield. 

Maintaining your colonies in Fallen Haven 
requires the brush of a Renaissance artist cou- 
pled with the ingenuity of a high school sci- 
ence project. There’s not a great deal of depth 
in what can be built, but balancing enough 
power to run mining platforms, research cen- 
ters, armories, and the invaluable slurpee 
machines (the blueberry flavor’s downright 


brutal in a siege) can be a 
tightrope walk. 
Constructing the roads and 
walls in preparation for 
orbital invasions will feel 
like Rampart, an arcade 
game of bygone days. 

In sharp contrast to 
Destiny, the game is a 
breeze to navigate. Status 
reports, options, and map 
views are logically placed, 


Fallen Haven 


and easy to get to. A neat “overwatch” feature 
in the game can be toggled for each unit, let- 
ting you always keep enough action points 
available for that unit to fire if necessary. 

Despite its addicting qualities, a couple of 
thorns creep up through the Lilly shoots. The 
game screen remains fixed at 640x480, so any- 
one using a higher resolution must endure a 
claustrophobic window for viewing the action. 
There’s little or no variation on game play, no 
random maps, and no ability to play against a 
friend (though all these missing features are 
planned for Fallen Haven 2). 

The bottom line for the success of any 
game rests on two distinct questions. First, will 
it send warm, tingly feelings shooting through 
your temples, and enrich your very being with 
a profound sense of wholesomeness? If the 
answer in your mind is a hazy yes, then it’s 
only fair to inform you that it probably wasn’t 
sugar you put in that last batch of cookies. 
Seek professional assistance. Fast. Secondly, is 
it fun? In the case of this game, the answer is 
a resounding yes. Borne of simplicity, yet filled 
with subtle complexity, this game will keep 
Father Time jogging forward well past curfew 
with nary a glance at the clock between turns. 

A cursory look at Fallen Haven paints a 
deceptive picture of an average paper, rock, 
and pretzels game (“paper beats rock,” “pret- 
zel beats paper,” “beer beats everything.”) 
Anyone curious enough to delve deeper will 
be rewarded with a curiously addicting game. 
After all, somebody’s gotta save this universe 
from perpetual choir practice. — Tim Royal 
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Electronic Arts 
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At the time of this writing, the count is some- 
where around thirty-two. “Thirty-two what?” 
you ask. Thirty-two real-time strategy games 
headed our way, most of them being what we 
refer to as Clone & Conquer games; that is, 
games trying to tap into the immensely pop- 
ular genre inspired by Command & Conquer 
(and Warcraft I & IT, though that isn’t nearly 
as alliterative). 

One of the first to hit the streets is Beam 
Software’s KKND (for Krush, Kill ‘n’ 
Destroy), published by Electronic Arts. Let’s 
get this out on the table right from the start: 
this is a pretty shameless rip-off of C&C. 
What it brings new to the table consists of 
small interface and gameplay enhance- 
ments—nothing radical. Not that being a 
clone of a smash hit is necessarily a bad 
thing. 

But the sad thing is that it could have 
been much more. The fiction of the story 
posits a post-apocalyptic world. After the war 
some of humanity went underground and 
worked on preserving its technology, while 
the rest stayed on the surface and mutated. 
Now the Survivors (those who went under- 
ground) are ready to work on their tans, 
while the surface-dwelling Evolved are wary 
of Survivor technology (and in any case, they 
don’t have enough sun block to go around). 
Thus the stage is set for war. 

The problem is, Beam didn’t take this far 
enough. In the fiction the Evolved are a 
quasi-religious group who shun technology, 
embrace the earth, and work on harnessing 
the power of the mutated creatures with 
whom they share the surface. To that end, 
they ride dire wolves and breed giant scorpi- 
ons—which is great! But they also drive 
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monster trucks and motorcycles, and within 
two missions of the start of the game, 
they’ve cast aside their belief system and 
started drilling for oil (the KKND equiva- 
lent of Tiberium). Thereafter both sides feel 
very much the same. 

Down to the nuts and bolts. KKND offers 
an excellent interface via “fly-out” menus 
that reside on a narrow bar at screen right. 
Using these, you can set up a production 
queue from anywhere on the map. Up to 
nine of each type of unit can be added to 
the queue, or you can just order the game 
to create certain units until the cash runs 
out. Beyond that, the interface closely mim- 


Krush, Kill, N’ Destroy 


ics that of the origi- 
nal C&C. You can 
assign a group of 
units to a hot key, but 
there are no guard or 
patrol options, or any of 
the other C&C: Red Alert 
enhancements. 

Gameplay embellishments 
include experience for units, 
veteran infantry units that 
heal themselves over time, 
Tech Bunkers (a.k.a. power- 
ups) to be discovered, and a 
new way of taking over build- 
ings (A building has x 
defenders inside. By sending 
x+1 Saboteur/Vandals into 
an enemy building, you'll 
destroy the building and 
have a cash bonus added to 
your account). 

Multiplayer is via IPX or 
modem—no TCP/IP support. LAN mode sup- 
ports six players, two per KKND CD. Alliances 
are possible (the units of allied players won’t 
attack each other). No scenario editor is 
included, though the thirty single player and 
ten multiplayer mission ought to keep you 


busy for a while. 
In single player mode, the AI is 
a mixed bag. Individual units seem 
to have a sense of self-preserva- 
tion. Faced with overwhelming 
odds, enemy units will flee— 
which sounds trivial but isn’t seen 
nearly often enough in real-time 
games. However, the strategic level 
AI (the opposing player, if you 
will) can be incredibly dense. 
Witness a game where the AI 
insisted on continually building a 
base in an area swarming with the 
human player’s units. It started a 
building only to see it 
immediately 
destroyed. So it’d 
start building again 
(we’re talking instant- 
ly) and have it 
destroyed again...this 
went on for the dura- 
tion of the scenario. 
It was made even 
more annoying by 
the fact that friendly 
units won’t attack a 
structure unless 
ordered to. 
To sum it all up, 
KKND is a fine C&C 
clone that doesn’t 
seem to take itself 
too seriously 
(both manual 
and in-game cut 
scenes are quite 
campy and 
believe it or not, 
pretty funny 
...humor being a 
subjective thing). If 


you loved those games (and it is much closer 
to C&C than it is to Warcraft) then you'll get 
some enjoyment here. Keep in mind that 
number thirty-two, though—there’ll be a lot 
of Clone & Conquer’s to choose from in the 
coming months. — Peter Smith 
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Leningrad 2.0 
Schwerpunkt 
DOS 


Schwerpunkt began its [planned] twelve 
game War in the East series well over a year 
ago with the release of Leningrad; while the 
first couple of games were a breath of fresh 
air to wargamers looking for operational-level 
games covering the Eastern Front during 
World War II, they left a lot to be desired as 
computer games; the interfaces were awk- 
ward, the scenarios few in number, and many 
of the mechanics reflected the hobby’s 
boardgame origins unnecessarily. 
Schwerpunkt, however, listened to many 
gamers’ complaints and has been adding fea- 
tures and improving gameplay diligently with 
each new release; with the publication of 
Izyum, the fifth game in the series, the sys- 
tem has matured quite a bit. Armed with 
those improvements—plus a few new 
ones—Schwerpunkt has started revamping 
their entire line before continuing on in the 
series, and Leiningrad is the first to get the 
2.0 treatment. 

New features over the original include: 
automatic supply, a history function (calls up 
a turn-by-turn rendering of the original oper- 
ations), an enlarged strategic map, better fog 
of war, designer’s notes in the documenta- 
tion, modifications to the combat system, and 
improvements to the user interface. Features 
seen in the series for the first time include a 
scenario editor, automatic retreats, and slight 
changes to the map display functions. 

All-in-all, the changes do nothing but 
improve the game. While the user interface is 
still quite clunky, I didn’t get the feeling I was 
fighting it like I did in earlier games. There are 
still concerns about gameplay longevity; with 
only three scenarios, it’s easy to exhaust the 
game. The scenario editor alleviates this, but is 
poorly documented and suffers from interface 
problems. Nevertheless, I’ve had more outright 
fun with Leningrad 2.0 than I have with any 
other game in the series (and with some “big 
name” wargames as well); so, despite its flaws, 
I'd recommend it to any wargamer. — Scott Udell 
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Set during the age of fighting sail, when the oceans rang with cannon shot and 
splintering timber, MAN OF WAR’'s 3D first-person perspective lets you experience first 
hand the saga of an Admiral's life at sea. With a fleet of ships in your charge and a 
nation's fate in the balance, bear witness to the consequence of your command and 
~ change the course of history. 
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Star Command: Revolution 
GT Interactive 
DOS 


KKK KK 


In this year of the “Clone & Conquer” games, 
many are looking desperately for a real-time 
strategy game that tries to do something dif- 
ferently, that attempts to be original. Star 
Command makes some attempts, and has 
some good design ideas, but in the end fails 
because of a major flaw. The game universe 
is not outstandingly origi- 
nal: four races discover a 
new form of powerful 
energy and suddenly fall 
to warring amongst them- 
selves, a mysterious 
Overlord comes in to scarf 
up the pieces, and you 
lead the unified underdog 
Star Command, whose 
goal is to regain control of 
the four peoples, stop their 
warfare, and unite against 
the Overlord. You start by 
high-jacking one of his 
motherships, and fight 
from there. 

While set in space, the 
gameplay feels more like 
combat in a cave system 
(you’re hemmed in by 
many asteroid clusters, 
which form chambers and 
tunnels in space). Your 
ships maneuver on the 
now familiar two-dimen- 
sional plane; in fact, if you 
shut out the stars in the 
background, the cartoonish 
visuals feel a lot like those 
in Warcraft IT (a feeling 
enhanced by the voices, 
many of which could almost have been lifted 
from Warraft-was that “by your command” 
from a knight or a Nomad ship?). You start 
out with a simple human base, some human 
ships, and the stolen mothership. The mother- 
ship is key in this game: it collects resources, 
conducts research, and builds new buildings 
(but not ships); lose the mothership and the 
game is over. 

Research is automatic, and somewhat ran- 
dom; a mothership must be next to a universi- 
ty structure to conduct it, which requires 
something of a choice on your part: do I 
research at my base, collect resources, or lead 
my fleet into new areas (and perhaps build a 
new university on the frontier)? Once all of 
your race’s ships and structures are researched 
you move on to the next race, and the next. 

The campaign structure starts out seem- 
ing quite unique but ends up damaging the 
game terribly. Instead of the linear missions 
all-too typical in this kind of game, each 
mission represents a sector on a larger 
map. You move between missions using 


Star Command: Revolution 


portals, but the catch is that only your 
mothership can make the transit, not the 
fleets you’ve built, nor any of your struc- 
tures. Because of this, you must often build 
up new bases and fleets on the resources 
you collect or bring with you. The fatal flaw 
is that you must be very careful about 
resource utilization; you can use too much 
of something in one mission, only to dis- 
cover your error hours and many sectors 
later. Without that certain bit you can’t 
complete the game, and because the game 
only allows one save (and it’s automatic; it 
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Chess Wars 


only happens when you 

go through a portal), you 

may have to start completely over again, 
hoping against hope that you don’t make a 
similar mistake elsewhere in the campaign. 
While this try-fail-restart cycle is familiar 
and acceptable to action gamers, it has no 
place in a strategy game. Individually, the 
missions can be fun; while the combat 
tends to become a dogfight with no strate- 
gizing, building up your forces and moving 
in is entertaining... at least until you dis- 
cover that you have to restart the game 
because you just don’t have enough solinite 
to build a lousy base and a handful of 
defensive ships. 

Hopefully GT Interactive and developer 
Metropolis will take another look at the issue 
of resources (or at least allow multiple—and 
in-mission—saves), because Star Command 
could have been a fun little game. Until then, 
though, only very persistent and patient 
gamers should consider joining the revolu- 
tion against the Overlord. —Scott Udell 
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Art Data Interactive 
DOS 
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It’s been quite a while since there’s been a 
worthy successor to Battle Chess, which 
helped a new generation of youth discover 
the beauty of chess. Chess Wars from Art 
Data is an ambitious attempt, using live- 
action video with a medieval flare, to spice 
up this timeless game. Unfortunately, a few 
bugs and missing niceties keep it from 
truly succeeding. 

The label proclaims Chess Wars proudly 
as an MS-DOS product, and the manual rec- 
ommends rebooting from Windows 95 into 
DOS. The game though will run adequately 
with a DOS drop straight from the desktop. 
There are occasional crashes when switch- 
ing from the FMV sequences, but these 
occur under both systems. 

The program begins with a lengthy 
intro about a peaceful kingdom being 
threatened by invading marauders. 
Enough costume changes and scenery 
exist to portray two factions at war con- 
vincingly. I did develop a liking for a cer- 
tain one-eyed crazed bishop. The cinemat- 


ic battle scenes are varied enough to keep 
me from toggling them off. Parents may 
want to preview the game, as several of 
the death scenes are sufficiently bloody to 
warrant concern. 


As a chess program, the game is ade- 
quate, but just barely. There are hint func- 
tions and positional evaluations. There is a 
large library of openings and a large selec- 
tion of past masters’ games. There is, how- 
ever, no analysis of these moves. The game 
lacks PGN compatibility. In addition, certain 
features listed on the box, such as being 
able to compete against the styles of past 
masters, did not make it into the initial 
release (though they are promised in a 
future update). 

Although the video sequences are enter- 
taining, it’s hard to recommend Chess Wars, 
especially when Sierra’s excellent Power 
Chess is also available and has enough flash to 
attract younger players. -Chuck Klimushyn 


COMPUTER GAMES 


WITH OVER 18 
MILLION COPIES SOLD, 


COMMAND & CONQUER ta) ALERT 
WAS A DIRECT H 


Wea st — 
WIN 95 & DOS CDROM 
COMPANION DISK TO TH 


: — the official missions disc for 
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trol structure that 
lets you concentrate 
on kicking ass. 


640 x 480 
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machines, more 
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Explore the universe of Dominion at E3 in booth #5068. 


ENTERTAINMENT Creatures™ and © 1996 CyberLife Technology Ltd. All rights reserved. Publist 
| ae Mindscape is a registered trademark of Mindscape, Inc. All trademal 


Call it. a‘game if you like. but this 
is the most.impressive example of 
artificial life I have seen: yb, 


Richard Dawkins, Oxford University zoologist and author 


q' I first saw this program in the same 
week that. evidence was discovered of 


life on Mars-. This .is* more: exciting. yb, 


Douglas Adams, Author of Hitchhiker's Guide to the Galaxy 


Hatching May 14th 
for Windows®4S and Macintosh® CD-ROM 
mindscapegames-com 
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Cheat Thrills 


Cheaters always prosper-and then complain 


A Wonderbra model shows you the way through 
Tomb Raider 


e get so many letters every month 
W from people asking for more and 

more cheat codes that I’ve decided 
to step aside for an issue, crawl into a hole, 
and list a whole mess of them. If this is what 
you really want, you got it. 

But it’s so depressing. No one wants to 
play games anymore. They just want to cheat 
through the thing so they can say they fin- 
ished it. But don’t come bitching to me if you 
find that you’re not enjoying your games 
anymore. Don’t complain that a game’s too 
easy. People could try GameWizard’s 
“Interactive Strategy Guides” for games like 
Tomb Raider, but even though they have 
video of how to win the game, we don’t have 
an OS (yet) that would allow you to watch 
the video while playing the game. Perhaps 
video tape, instead of CD-ROM, would be a 
better delivery method. 

Then again, there are some purists out 
there, like Bill Vogt, who wrote in complain- 
ing about the number of people asking for 
more cheats: 

“This letter is written in defense of the 

non-cheaters in the Computer Gaming 

Universe, and I know you’re out there, 

that no matter what, will play the game 

as is, with no cheats. It impresses the hell 
outta people when you say you beat 

Quake on hard with no codes. I’ve even 

“tried” nightmare, I was told I was nuts, 

maybe I was, but my self preservation 

factor without cheating is much higher 
than theirs.” 

Yes Bill, there are still a few people out 
there who actually want to play their games, 
not experience them. Some are less con- 
cerned with how it looks on their 3Dfx card 
than how it plays. But they’re shrinking in 
number. Oh well. We'll all get what we 
deserve, that is awesome looking crap games 
with oodles of cheat codes to increase the 
online traffic. Make ‘em particularly obnox- 
ious, and even more people will talk about 
them. Yippee. —Steve Bauman 


Clockwise from top left: Tomb Raider; Blood; Redneck Rampage; XS 


CHEATER 


In the shareware edition, type GT, and when 


prompted, type: 

IDAHO - = All weapons & ammo 
MONTANA Above, plus items 
GRISWOLD - Full armor 

SATCHEL All items 
ONERING Invisible 
MARIO Warp to another level 
MCGEE Catch fire 
KRUEGER You're flame resistant 
COUSTEAU 200 health 
VOORHEES God mode 
FORK BROUSSARD Lose everything 
LARA CROFT Full ammo 
RATE Shows frame rate 
GOONIES Full map 


SPIELBERG Warp 


Type T then: 
MAP Map 
AMMO _ All ammo 
GOD God mode 
GUNS All guns 
KEYS All keys 


CLIP Walk through walls 


To skip a level, do this: 

Walk one step forward (using the <SHIFT> 
key), one back, turn around three full 
times, and then jump forward. 


To get all of the weapons: 

Walk one step forward (using the <SHIFT> 
key), one back, turn around three full 
times, and then jump backward. 


Precede each of these cheats with RD, 
i.e. RDALL 
ALL Get everything 
CLIP Go through walls 
ELVIS God mode 
GUNS All weapons 
INVENTORY All inventory 
KEYS All keys 
RATE Show frame rate 
UNLOCK Unlock doors 


Enter your name as PENSION or MEDICAL 
and you can access two secret levels. 
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You need ‘em to play. 


Hard. Fast. Guaranteed to thrill. The fastest, most innovative digital ball-basher in the universe is here for your personal pleasure. 
Five savage, fully-animated tables from the ricochet riot of Firestorm to the badass overload of Duke Nukem with all the the authentic 
gravitational pyrotechnics of real pinball. View all the table at once or get close for some whiplash scrolling action! Send scampering 
aliens to neon oblivion! Go gonzo with 5X multi-ball mayhem! Hit rails, flippers, pops, sinkholes, targets, magnetic 
flippers, ramps, the ‘cyclotron’ ball accelerator — every conceivable pinball feature in all its glory! 

Get Balls of Steel and test your manhood today! 
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Interstate ‘76 
Activision 
Windows 95 


eturn to an era of gas lines and 

“Saturday Night Fever, ” of polyester 

jump suits and blow-dried hair, of 
bangs and Bradys, of progressive rock, punk 
and funk. Yes, it’s the ‘70s, a time that’s so 
popular the people who experienced it won't 
admit it and younger generations act with 
great reverence toward it, despite the obvious 
fact that it was lame. Ah, to own a pair of 
rust-colored bell-bottom Sears “Toughskins” 
and a “Have a Nice Day” t-shirt. 

That lameness is what makes Interstate 
'76, a 3D combat/driving game, so fascinat- 
ing. Its shtick is the 70’s, and Activision was 
probably right to think that many gamers are 
children of that wasted decade. With its bril- 
liant low-polygon-count cut scenes and 
superb music score, it has the look and feel 
down. Unfortunately, as is often the case, a 
brilliant concept and presentation do not a 
great game make. 

The game is divided into three distinct 
sections. There’s “The Trip,” a campaign of 
missions, complete with animated interludes 
and a story; “Melee Scenarios,” where you 
can drive any vehicle in the entire game, 
arm it with whatever weapons and options, 
and “solve” a mission; and “Instant Melee,” 
a single-player battle where you enter an 
area with a car and weapons and battle 
against one or more opponents. Full multi- 
player play in the “Melee” mode is support- 
ed, over modem, LAN, null-modem or the 
Internet. Internet play is even more simple 
than that found in Quake, and it works 
marvelously. In fact, the superb multiplayer 
is the only thing that keeps the game from 
receiving a lower score. 

“The Trip” is where all of the game’s 
strengths and flaws rise to the surface. The 
missions are canned, with no random ele- 
ments (aside from different model cars for 
the bad guys). The vehicles will always be in 
the same place, and will attack at exactly the 
same time. After completing a mission, cer- 
tain “special” items will always be salvaged 
just in time for the next mission (for exam- 
ple, the nitrous makes an appearance just in 
time for a mission with a big jump). 

While as a game the design is disappoint- 
ing, the story and cut scenes are brilliant, in 
a kitschy Starsky & Hutch kind of way. Each 
mission is presented like a bad, hour-long TV 
show, where inevitably it'll end in a car 
chase. There’s plenty of corny dialogue, 
polygonal afros, and lots of polyester. Not 
since LucasArts’ Full Throttle has a game 
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maintained such a singularly unique style. 
The masterstroke is the use of the same 
polygonal models the 3D engine uses for cut 
scenes. Other games throw fancy rendered 
scenes in the middle of their polygon-fests, 
but Interstate ’76 never pulls you out of the 
gameworld. Whether or not you love this sort 
of thing, from the polygons to the bellbot- 
toms, it will likely have a great influence on 
your opinion of the game. 

Therein lies the big problem when evaluat- 
ing Interstate 76. It’s so strong in concept 
that, assuming you don’t run away from it in 
horror, you may find yourself blind to its 
obvious problems, and there are a few 
doozies. Start with ugly visuals, a poor frame 
rate on just about any machine, and move on 


Most battles 
end up a turning 
contest; [2] The 
TV-show intro is 
hysterical; 

The frame rate is 
poor and the 
terrain bland, 
but the cars look 
fabulous; |4) In 
between mis- 
sions, you'll sal- 
vage parts and 
repair existing 
ones; Taurus 
talks to Skeeter 
and Groove. The 
cut scenes go 
along way to 
making the 
“Trip” more 
immersive 
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to big things like bad AI and obvious game- 
play logic flaws. 

The visuals aren’t particularly great, and 
the 3D engine, brought over from 
MechWarrior 2, breaks up a lot, with objects 
disappearing and re-appearing; more omi- 
nously, vehicles will “become one” with walls 
and buildings. On a 133MHz Pentium, the 
game can barely handle an ugly low-resolu- 
tion mode with full detail, and a 200MHz 
MMX Pentium can’t handle 640x480. No 3D 
card support is included; the game could cer- 
tainly use it. 

However, the 3D’s a minor problem com- 
pared to the poor AI. Every battle eventual- 
ly becomes a turning contest, with the com- 
puter cars always dropping oil to cover 
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their tracks. They do stupid things, like 
running repeatedly into mountains if 
they’re in the direct path to your car 
(assuming they’re not already stuck driving 
up the side of it). If you drive on some 
bridges in the environments, the AI cars 
won’t, or can’t, follow you (they just circle 
below). All of the missions are trigger-dri- 
ven, so if you figure out an alternative way 
to beat something, you’re out of luck, 
because you haven’t completed the mission 
the way the game thinks you should. 

The final evaluation of Interstate 76 
would have to say that it’s disappointing as a 
single-player game. Once again, multiplayer 
saves the day, but it’s still a shame that it’s 
not better, because the premise is brilliant. As 
usual, a bit more fine-tuning would have 
made a difference. Great concept, mediocre 
execution. —Steve Bauman 


Seldom does a game live up to the hype pre- 
ceding its release, but Pod is one of the few 
that fits the bill. For PC gamers awaiting an 
arcade racer that truly does a PC’s capabili- 
ties justice, the game is like a dream come 
true. Playable on both MMX and non-MMX 
machines with acceleration support for the 
3Dfx, ATi 
Rage, and 
S3 Virge 
chipsets 
(though not, 
for some 
reason, 
Rendition or 
straight 
Direct 3D), 
Pod is the 
only current 
MMX game 
that will 
support 
MMxX and 
3D hard- 
ware acceleration simultaneously. 
The MMxX version is noticeably 
superior to its non-MMX counter- 
part in every way; it looks and 
sounds better, appears to have bet- 
ter AI, and even seems to control 
more smoothly. While the game 
normally looks great, the 
MMX/3Dfx combo produces one of 
the slickest, most visually arresting 
games ever created. Even coin-op 
games don’t look as good (with or 
without MMX, Pod is a stunning 
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showcase for the 3DFx card). The game con- 
tains 16 tracks and eight tweakable cars, 
with the promise of additional tracks and 
cars being made available for download 
from UbiSoft’s website (www.ubisoft.com). 
Most of the tracks are wild, varying and at 
times confusing, and the computer cars are 
aggressive and competitive, if not particular- 
ly smart (they try to block you in often- 
times, and sudden swerving can really con- 
fuse them). The cars have exceptional con- 
trol and different handling characteristics. 
The game does lack the hardcore powerslid- 
ing of Sega’s Daytona and Rally titles, 
which may or may not be a good thing, 
depending upon your view of those games. 

A large part of the MMX enhancements are 
brought to bear in the game’s impressive 
sound (complete with Dolby Surround 
options). The soundtrack is almost an unno- 
ticeable background hum during racing, but 
the car effects are superb. The car physics 
are excellent as well, especially when watch- 
ing the opponent cars react around you-sus- 
pensions bump, and cars flip, crash and 
bounce as they land after a hard jump. There 
are also none of those annoying time limits; 
in Pod you only have to race against the 
other cars (and the treacherous tracks), not 
the clock. 

The multiplayer aspects of the game are 
just as impressive, with high latency Internet, 
LAN, split screen, and modem support. You 
can mix and match for up to eight players. For 
example, two 
players on the 
same machine 
(via split screen) 
can compete 
against players 
over the Internet 
and an IPX net- 
work all at once. 
The game gener- 
ally works quite 
well over the 
Internet. 
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ACLLON reviews 


Some problems were encountered getting 
the game to notice controllers, especially on 
the non-MMX machine for some reason. Also, 
it must be noted that diehard fans of driving 
sims like NASCAR Racing 2 and IndyCar 
Racing are probably going to find Pod too 
arcade-like. To get tolerable frame rates on a 
non-MMX machine, 3D acceleration is highly 
recommended, though the game is playable 
on a 133 and has a variety of graphic settings 
to let you get the best performance. Frame 
rates on MMX machines are supposedly 
32 fps without acceleration and as high 
as 70-80 with a 3DFx card (and it 
shows). The game is not recommended 
at all for Pentiums under 120 MHz. 

If you’ve been looking for something 
to really show off that new MMX 
machine, then look no further. Pod is 
virtually everything a PC racer should 
be, and it’s probably the first PC-only 
game that not only deserves to be in the 
arcade, but is better than almost any- 
thing you'll find there. In one fell 
swoop, the PC has not only managed to 
surpass the consoles, but even the 
arcades. — Jason D’Aprile 


Scourge of Armagon 
Activision 
DOS 


As the first officially sanctioned add-on for 
Quake, Hipnotic’s Scourge of Armagon has a 
lot to live up to, especially when you consid- 
er that the designers created many of the lev- 
els for Duke Nukem 3D. Freed from the lim- 
its of that game’s engine, they’ve imbued 
Scourge with oodles of 3D effects—possibly 
too many. There are noticeable drop-offs in 
frame rate in some of the more complex 
environments. However, special mention 
must be made of the sheer variety of doors 
present. They open every which way but nor- 
mal, which will keep amateur level builders 
scratching their heads and saying, “How’d 
they do that?” However, groovy doors do not 
a good level make, so it’s up to the actual 
layout and design to carry the day, and it 
does. For the most part surpass those found 
in Quake, though for argument’s sake, one 
could say that had id had waited until now 
to finish Quake, its levels would have been 
better as well. 

Scourge of Armagon gives you a few new 
things to kill and kill with. The two new 
beasts are the gremlin, who in addition to 
eating dead guys likes to steal your weapons, 
and the centroid, an armored scorpion. One 
question the game doesn’t answer is how a 
giant scorpion, itself a genetic marvel, 
evolved to such a point that it has nail guns 
in place of the more traditional pincers. The 
three new weapons are the laser cannon, 


The Divide: Enemies Within 


Mjolnir (the hammer 
that id originally 
promised for Quake) 
and the proximity mine. 
One new power-up, the 
empathy shield, is espe- 
cially good for mullti- 
player games because it 
causes the attacker and 
the player to split the 


damage. Other new 
power-ups include the 
“Horn of Conjuring” (it 
summons a random 
creature to help you 
out) and a wetsuit. 

A lame end-boss 
(apparently mailed in from 
Doom-get real close to it and you'll easily 
defeat it) keeps Scourge from ending on a 
positive note. Outside of that, the only real 
criticism is one leveled at Quake itself. After 
the lush, organic environments of Tomb 
Raider, it’s a bit depressing to find yourself 
in the rather austere and monochrome 
world of Quake. Scourge of Armagon adds a 
lot more visual interest, but the perception 
you can get from the game is that much of it 
is still spent in those endless monochrome 
tunnels. Obviously those who’ve played the 
game obsessively since day one won’t care a 
bit, but casual players looking for something 
radically different would probably be best 
served looking elsewhere. —Steve Bauman 


The Divide: Enemies Within 


Viacom New Media 
Windows 95 


Those of you who have been playing con- 
soles over the years will probably remember 
the Metroid series, which happens to be 
some of the finest side-scrolling sci-fi gaming 
action available. Nintendo 64 owners are 
undoubtedly waiting for Metroid 64 with 
bated breath, though it’s not scheduled for 


Scourge of Armagon 


some time yet. In the meantime, Viacom has 
released what is essentially a Metroid 3D 
clone in the form of The Divide: Enemies 
Within. And sure enough, the game is excel- 
lent, very console-ish stuff. 

The Divide starts out simply enough; 
frozen on an alien world while trying to con- 
quer it, you awaken to find that the predato- 
ry indigenous lifeforms have incorporated 
your technology into their evolution, thus 
making them armed and hostile. There’s also 
something about rescuing your mate who 
was kidnapped upon planetfall as well, but 
the game comes down to platform jumping, 
shooting everything in sight, collecting 
power-ups and navigating your way through 
a vast, confusing alien landscape. The game 
supports both MMX and 3D acceleration 
(though not simultaneously) and looks excel- 
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The Divide: Enemies Within 
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lent, even without acceleration. There are 
some great atmospheric effects like rain and 
lightning, and the levels are challenging and 
entertaining. The audio effects are quite good 
also, and accompany the action well. 

Both a PlayStation and PC release, The 
Divide’s shortcomings all root themselves 
squarely in the game’s console roots. First 
off, you can only save in specific rooms 
instead of at will, which is a pointless 
restraint in a PC game. The biggest failing 
in the game, however, is the fact that mon- 
sters respawn as soon as you leave an area, 
and since backtracking is a major part of 
the game, it’s annoying to have to kill the 
Same monster twelve times in a row. Other 
than that, control is definitely preferable 
with a control pad, but seemed off occasion- 
ally (and the camera viewing angles aren’t 
nearly as configurable as they should be). 
In the end, this is still a very solid 3D 
revamp of a classic game and should pro- 
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vide almost any action gamer with hours of 
challenging, atmospheric sci-fi shooting fun. 
~Jason D’Aprile 


XS 


GT Interactive 
DOS 


WK II 


XS is one of those games that gets some 
points in its favor for good concept. Instead 
of the standard Doom-style game where you 
plow through a horde of mindless killer mon- 
sters who pretty much stay put within their 
own special sectors on a level, why not have 
a small number of “smart” opponents who 
will hunt you (and each other) out? XS tries 
to answer the question, but only mildly suc- 
ceeds. You take the role of a cyborg merce- 
nary who enters a death tournament in order 
to take a stab at the 
prize pot and a 
chance to kill all 
your rivals. Four 
mercs enter an 
arena, one comes 
out. Nice, neat and 
simple. 

The game’s 
default use of the 
mouse to aim works 
well, and the variety 
of opponents, are- 
nas and weapons is 
impressive. The 
enemy AI evades 
attacks by jumping, 
strafing, ducking for 


an cover and even run- 


saves ning away. 
$4 ENERGY Computer oppo- 


nents will attack 

each other, but most 
of the time they don’t act particularly smart. 
There’s enough here for at least some light 
challenge, and the large number of oppo- 
nents and arenas help give the game a 
boost in playability. If only it were better 
looking. The low-res graphics bring up fond 
remembrances of Doom, and how good it 
looked compared to this. The opponents are 
polygonal, but you wouldn’t know it until 
you are right on top of them. There is a four 
player network mode as well, which is actu- 
ally what the AI of the game’s one player 
game is supposed to simulate. 

XS is really just one of those games you 
pick up and play for a level when you need to 
kill some time, since there isn’t that much to 
do in it and the graphics engine is extremely 
out of date. It certainly doesn’t offer anything 
in the way of compelling atmosphere or 
gameplay. It’s not terrible, just terribly shal- 
low and out-classed, given the current state of 
first-person shooters. —Jason D’Aprile 


XS 


We definitely got the name right! 


Available Summer 1997 For more information and playable demos call: (800) 933-2983 Mention Source Code CGSP597 


Road to Nowhere 


Fallout: To GURPS or not to GURPS 


aking its place next to “making the 

sequel to a blockbuster” is “licensing 

the hot trademark” in game producers’ 
attempts to lasso the already-sold audience. 
With the licenses, however, come the licensors, 
which can range from the sterile licensing 
department of, say, a Paramount, to singly 
protective creative personages — virtual stage- 
mothers-in-disguise when it comes to the han- 
dling of their properties. TSR has recently 
been extremely liberal (although protective) 
with its DGD licensing. I saw one in a bubble 
gum machine the other day, but when I put in 
my quarter, I got the AOL disk instead. 

Writers like Terry Brooks, Terry Pratchett, 
Gentry Lee, Harlan Ellison, Spider Robinson 
and Tom Clancy, to name a few, have all 
undergone the process of dropping their 
“children” into the gaping maws, er...the 
nurturing laps of computer game develop- 
ment teams. This is the story of GURPS, the 
Generic Universal Role Playing System, and 
its daddy, Steve Jackson of Steve Jackson 
Games... and its former guardian, Interplay. 
Three years or so ago, Interplay’s president 

Brian Fargo was in the market for an RPG 
license and TSR had not yet started putting 
its D&D ones in CrackerJack boxes. A group 
of GURPS-addicted developers, including 
designer/programmer Tim Cain, convinced 
Fargo that GURPS would be a hot property 
indeed on which to build an RPG. Tim’s 
group had already formulated the concept for 
a post-nuclear world, and felt that GURPS 
would provide the perfect game system to 
house their ideas, primarily because it is just 
that — a game system — world not included. 
So a contract was signed between Jackson 
and Interplay, the contents of which no one 
realized would eventually bite everybody’s 
collective butt. So what happened to Fallout: 
A GURPS Post Nuclear Adventure? It’s been 
de-GURPS-ed. 


Interplay’s Take 
“We knew that he [Jackson] didn’t want to 
have too much violence and drug use and 
stuff,” said Tim Cain, producer and lead pro- 
grammer of Fallout. “About two years ago, 
Steve Jackson Games had no trouble with the 
violence, dismemberment, and other grue- 
some death things in the game, so they [the 
development team] went ahead with it.” 
After the alpha release, however, it seems 
that Jackson had more than a few problems 
with the title. “He didn’t like the little stick 
figure guy...he said, ‘I’m sorry, these are just 
low-quality images”... he didn’t like the intro 
movie’s music or its shooting sequence. 
[About the opening shooting sequence]: We 
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Clockwise from top left: Steve Jackson still awaits word from Interplay’s legal department; Think 
twice before befriending mutant cattle; Fallout’s dark, foreboding skyline bespeaks Gotham; That 
touch o’ Picard... 


are just trying to show that this was a world 
that got really bad before it got even worse, 
y know?” I knew. I Jove the intro movie. 

Cain took all of Jackson’s directly GURPS- 
related suggestions immediately to heart 
since, “Steve Jackson is, of course, the last 
word about GURPS...but when he started 
making comments about ‘change this and 
change that,’ I mean, I value the guy’s opin- 
ion but tried to tell him that his was only one 
of the valued opinions with respect to the 
overall makeup of the game.” 

The full-approval vs. limited approval issue 
is the crux of the disagreement between the 
two factions, and it seems to boil down to the 
interpretation of a contractual phrase having 
something to do with Steve Jackson having 
approval on the “quality of the environment 
of the mark.” Interplay believes that this 
phrase issues approval rights about GURPS 
system-specific items only. Jackson disagrees. 

Miscommunication has been rampant, in 
person as well as in on-line messaging (some 
of which got pretty testy). “I guess maybe I 
didn’t wear the producer hat well enough,” 
says Cain. “We did not buy the world from 
Steve Jackson, nor did we necessarily want 
his input into the world — that ‘s why we 
wanted GURPS to begin with...because it was 
not a world.” 

Some GURPS fans who have been accusing 


Interplay of Foulplay make the point that it 
would be impossible for Interplay to have 
worked on a title for nearly three years and 
then all of a sudden pop in a new game 
engine. They believe that the engine change 
and undermining of GURPS must have been 
in the works for a long time. Cain, who is 
also the lead programmer on the project 
makes an even stronger case. The GURPS sys- 
tem is implemented as just a couple of func- 
tion calls in the entire scheme of things. The 
combat module simply evaluates parameters 
according to the GURPS rules and sends 
results back. The character editor is also as 
standalone as the combat engine. Substitute 
these two functions (and provide the main 
engine with some distance information) and 
voila, you have De-GURPS-ation — a simple 
plug ‘n’ play operation. 

It seems that no one, least of all Tim Cain 
and his group, is happy with the outcome of 
this situation...”Sometimes I feel like I’m 
caught right in the middle between Interplay 
and Steve Jackson Games, when all I really 
wanted to do was to make a very cool sequel 
to Wasteland with a really cool RPG engine.” 
Well, Tim, take heart. I think that’s what we’ll 
see. —Cindy Yans 

Steve Jackson had plenty to say about this 
issue. Stay tuned for Steve's equal time in a 
future Road to Nowhere. 
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COMPUTER GAMES: STRATEGY 


TITLE RELEASE Price TITLE RELEASE Price TITLE RELEASE PRICE TITLE RELEASE PRICE 
1830 RR/Rbbr Baron NOW $34 Cong of New Wrld Dix NOW $48 Lords of the Realm2 NOW $42  SimTown NOW $33 
7th Legion NOW $48 Conquest Earth NOW $44 M Gathrng Battlemage NOW $42 — Simcity 3000 11/97 $46 
Aden Magic NOW $39 Conquest New World NOW $34 M.A.X. NOW $48 — Sole Survivor NOW $48 
Admiral Sea Battles NOW $41 Dark Earth Strtgy W95 NOW $45 Master of Magic NOW $41 Spaceward Ho! 4W95 NOW $24 
Advancd Civilization NOW $39 Dark Reign Future Wr 06/97 $48 Master of Orion NOW $19 Star Control 3 NOW $28 
Afterlife NOW $46 Darklight Conflict NOW $42 Master of Orion 2 NOW $44 Star General NOW $43 
Age of Empires NOW $48 Deadlock NOW $27 Mechcommander 08/97 $48 Star Nations 06/97 $46 
Age of Wonders 08/97 $47 Destiny W95 NOW $45 Mighty Machines W95 NOW $32 Starcraft W95 07/97 $46 
Agents of Justice 07/97 $48 Dominion NOW $44 Mission Force NOW $48 Starship Troopers 06/97 $46 
Amphibius Assault 07/97 $48 Dune 2 NOW $27 Morecraft NOW $12 Steel Legions 08/97 $42 
Ares Rising 11/97 $46 Dungeon Keeper 06/97 $46 New Horizons NOW $34 Syndicate Wars NOW $46 
Army Men 09/97 $46 Emperor of Fadng Sns NOW $38 Outpost 2 07/97 $48 Theme Hospital NOW $42 
Battlecruiser 3000 NOW $25 Empire 2 W95 NOW $24 Pax Imperia2 W95 NOW $48 _ Transport Tycoon NOW $24 
Battles of Destiny NOW $12 Empire Dix MstrEd NOW $19 Pirates Gold NOW $19 — Uprising 10/97 $48 
Birthright W95 NOW $48 Enemy Nations W95 NOW $44 Populous 3 08/97 $48 Wages of WarW95 NOW $29 
Blood & Magic NOW $46 Evolution 06/97 $40 Railroad Tycoon NOW $24 War Gods W95 NOW $28 
Buccaneer 09/97 $46 Fallen Haven W95 NOW $47 Reach for Stars 2 06/97 $48 Warcraft 2 NOW $37 
C &C RACountr Strk NOW $21 Flight Commander 2 NOW $39 Rebellion W95 06/97 $52 Warcraft 2 70 Levels NOW $19 
C &C Red Alert W95 NOW $48 Fragile Allegiance NOW $46 Return Fire W95 NOW $37 Warcraft 2 Add On NOW $20 
Caesar 2 NOW $48 Galactic Mirage W95 06/97 $41 Risk W95 NOW $41 Warcraft 3 10/97 $47 
Capitalism Plus NOW $46 Grandest Fleet NOW $14 Romance 3 Kingdms 4 NOW $34 Warcraft Orc/Humns NOW $29 
Cave Wars NOW $39 Hroes M& M2ExPkNOW §$25 Sentient NOW $33 Warhmmr Shd Hrn RtNOW $28 
Celtic Tales NOW $34 Heroes M&MW95 NOW $29 Settlers 2 NOW $39 Warlords 2 NOW $19 
Chaos Overlords W95 NOW $19 Heroes ofM&M2 NOW $35 Settlers 2 Gold NOW $38 Warlords 2 Dix NOW $41 
Civilization 2 NOW $41 History of World NOW $39 Settlers 2 Missions NOW $12 Warlords 3 08/97 $42 
Civilization 2Scen NOW $26 Imperialism 09/97 $34 Shadow of the Emperr NOW $35  Warwind W95 NOW $43 
Civilization Network NOW $25 Imperium Galactica NOW $34 Shattered Nations 08/97 $46 Wooden Ship Iron Mn NOW $39 
Civilization NOW $19 Into the Void NOW $44 SimCity 2000 W95 + NOW $47 X-Com Apocalypse NOW $45 
Colonization NOW $25 Jaggd Alinc Ddly GmeNOW $44 SimCity 2000 W95 Nt NOW $47 X-Com Terr frm Deep NOW $29 
Comm Cong Covrt OpNOW $22 Jagged Alliance NOW $19 Simlsle NOW $35 X-Com UFO Defense NOW $19 
Commnd & Cnquer2 11/97 $48 Jutland NOW $19 SimPark W95/W3 NOW $34 Z NOW $43 
Commnd & Cnqr W95 NOW $40 KKND NOW $38 SimTower NOW $31 Zig-Zag NOW $22 
COMPUTER GAMES: WAR 
Afrika Korps NOW $42  Battlegrnd Waterloo NOW $32 Nam 07/97 $42 RE Lee CW Gen W95 NOW $48 
Age of lronclads 09/97 $42 Blitzkrieg 06/97 $39 Napoleon in Russia 07/97 $42 Steel Panthers NOW $37 
Age of Oars 10/97 $42 Close Combat W95 NOW $38 Operation Crusader NOW $39 Steel Pnthrs Cmpgn NOW $15 
Age of Sail NOW $42 East Front 06/97 $42 Over the Reich NOW $39 Steel Pnthrs 2 NOW $43 
Battle of Bulge NOW $42 Fifth Fleet NOW $39 PTO 2 NOW $34 TACOPS NOW $44 
Battlegrnd Gettysburg NOW $32 Fifth Fit Scen Mod 1 NOW $19 Pacific General W95 07/97 $45 Tank Resistance 2024 NOW $39 
Battlegrnd Antietam NOW $41 Great Battles Alexndr 06/97 $44 Panthers in Shadows NOW $42 Third Reich NOW $39 
Battleground Bulge NOW $28 Harpoon 2 Deluxe NOW $25 Panzer General NOW $19 Tigers on the Prowl 2 NOW $42 
Battleground Bull RunNOW $42 Harpoon 97 W95 NOW $44 _ PanzerGeneral2 09/97 $42 V Victory Bundle NOW $28 
Battlegrnd Mid East 07/97 $42 Last Blitzkrieg NOW $41 Panzerblitz NOW $42 Wargame CS3 Rifles NOW $42 
Battleground Shiloh NOW $30 Myth 06/97 $50 Perfect Gen 2 w/Scen NOW $30 Zulu War NOW $29 


BOARD GAMES’ 


ASL Mod Jatkosota NOW $10 Blackbeard NOW $27 Fast Food Franchise NOW $29 Rebels & Redcoats 1 NOW $25 
ASL Solo Rules NOW $29 Britannia NOW $19 Federation & Empire NOW $38 Risk NOW $27 
Advanced Civilization NOW $25 Caesar Civil Wars NOW $38 Feudal NOW $18 Robo Rally NOW $33 
Advanced Squad Ldr NOW $38 Car Wars Deluxe NOW $21 Field Command NOW $30 Sherlock Holmes NOW $20 
Age of Renaissance NOW $42 Circus Maximus NOW $11 Geronimo NOW $32 — SilentDeath Rulebook NOW $15 
Air Baron NOW $27 Civil War NOW $19 Gettysburg NOW $15 Space Chess 3D NOW $35 
Alamo NOW $15 Civilization NOW $29 Great War atSea1 NOW $32 = Space Hulk NOW $50 
Ancient Empires NOW $29 Colonial Diplomacy NOW $42 Hannibal NOW $32 Squad Leader NOW $23 
Axis & Allies NOW $33 Crisis Korea 1995 NOW $29 Harpoon Box Set NOW $41 Star Fleet Battles NOW $25 
Axis & Allies Cntri PwrsNOW $30 Crisis Sinai 1973 NOW $25 History of the World NOW $27 Star Wars Monopoly NOW $40 
Axis & Allies Max Adv NOW $10 Damn the Torpedoes NOW $21 Hobbit Adventure NOW $29 Stonewall in Valley NOW $29 
Axis & Allies Mid Est NOW $16 Dampfross NOW $45 Invasion Norway NOW $30 Stratego NOW $14 
Axis & Ally WW2 NOW $38 Days of Decision2 NOW $42 lronclads NOW $32 Texas Revolution NOW $18 
Axis & Ally WW2 Exp NOW $14 Decision in France NOW $15 Knightmare Chess NOW $13 WH Fantasy Magic NOW $35 
Axis & Ally WW2 Exp 2NOW $21 Deluxe Diplomacy NOW $42 La Bata de QuatreBras NOW $31 Wadjet NOW $50 
Axis & Ally WW2 Exp 3NOW $37 Die Hanse NOW $55 Lunch Money NOW $15 Warhammer 40K NOW $50 
Battles of Waterloo NOW $33 Diplomacy NOW $19 Magic Realm NOW $23 Warhammer Fantasy NOW $50 
Battlespace NOW $19 Dungeon NOW $16 Mystical Circle NOW $35 Warhammer Quest NOW $50 
Battletech 4th Ed. NOW $19 Empire of Rising Sun NOW $41 Necromunda NOW $44 World War One NOW $11 
Black Wednesday NOW $32 Empires at War NOW $21 Rats NOW $24 World in Flames DIx NOW $90 
HINT BOOKS 

Anvil of Dawn NOW $14 Cyberia 2 NOW $16 Land Lore 2 06/97 $16 Star Control 3 NOW $16 
Ascendancy NOW $16 Daggerfall Chronicles NOW $19 Lords of Realm 2 NOW $16 Star Fleet Academy NOW $16 
Birthright NOW $19 Dark Forces 2 06/97 $16 MTG Battlemage NOW $16 — Stonekeep NOW $16 
Blood & Magic NOW $16 Descent 2 NOW $18 Magic the Gathering NOW $16 — Tomb Raider NOW $10 
C&C Red Alert NOW $16 Diablo NOW $16 Master of Orion 2 NOW $16 WingCommander3 NOW $19 
Civilization 2 Strategy NOW $16 Discworld NOW $16 Myst Official Secrets NOW $16 Wing Commander4 NOW $18 
Civilization Network NOW $10 Dungeon Keeper 06/97 $13 Pandemonium NOW $10 X-Com Terror frm DeepNOW $16 
Clandestiny NOW $16 Dungeon Master2 NOW $16 Pandora Directive NOW $16  X-Com UFO Defense NOW $16 
Close Combat NOW $16 Fade to Black NOW $18 Phantasmagoria 2 NOW $16 X-Wing Collectors NOW $16 
Colonization NOW $16 Heroes of M&M 2 NOW $16 Roleplaying Comp NOW $19 X-wing vs Tie Fightr NOW $16 
Crusader: No Regret NOW $18 Kings Field 2 Unoffcl NOW $12 Skyrealms of Jorune NOW $9 ~~ Zork Nemesis Guide NOW $18 
| __ COMPUTER GAMES: ARCADE | COMPUTER GAMES: TRADITIONAL 

3D Ultr Pbll Crp Nght NOW $36 Re-Loaded NOW $33 Barbie Designer NOW $42 Pictionary 09/97 $41 
3D Ultra Pinball NOW $29 Road Rash W95 NOW $42 Battleship W95 NOW $41 Scrabble NOW $24 
Cyber Gladiators W95 NOW $45 Rocket Jockey NOW $47 Bridge Olympiad NOW $16 Shnghaii Gt Mm W95NOW $26 
Earthworm Jim 1&2 NOW $25 Royal Flush Pinbil NOW $19 CD Romix 2 Prime NOW $6 Virtual Pool W95 NOW $40 
Earthworm Jim W95 NOW $29 Sonic the Hedgehog NOW $30 Chessmstr 5000 W95 NOW $35 Wheel of Fortune Plat NOW $22 
Full Tilt Pinball 2 NOW $24 Tempest 2000 NOW $34 Dragon Dice NOW $44 Yoda Stories NOW $19 
Hyper 3D Pinball NOW $34 TigerShark NOW $40 Golden Nugget W95 NOW $32 You Don't Jck Qst Pck NOW $20 
Lode Runner Net W95NOW $25 Toh Shin Den NOW $27 Hong Kong Mahjong NOW $25 You Don't Know Jck2 NOW $31 
Looney Labyrnth Pball NOW $29 Virtua Fighter W95 NOW $42 Magic Gathering W95 NOW $37 You Dont Know Jack NOW $31 
Pro Pinball NOW $37 WWF-In Your House NOW $40 Monopoly NOW $40 You Dnt Knw Jck Sprt NOW $31 
Pro Pinball Timeshock NOW $28 Worms NOW $34 Monty Pythn Holy Gri NOW $38 You Dont Knw Jck XL NOW $42 
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‘FALLEN HAVEN’ The planet New Haven was sup- 
pose to be a paradise, idyllic, peaceful new home for 
the colonists from Old Earth. But that was before wars 
broke out, the provinces turned against one another 
and before the aliens arrived. 
Interactive Magic 

Release Date: NOW PC CD $47 


> a ia, 
‘GREAT BATTLES OF ALEXANDER’ The armies B A i T - > 
of ancient Greece are massed against you. You 7 

and your forces stand against seemingly insur- ' 4 

mountable odds. Defeat will drag you into obscu- ‘ 
rity, while victory will herald the beginning of the 
most spectacular military campaign in history. 
Interactive Magic 

Release Date: NOW PC CD $44 


linked scenarios. The Battle Editor allows you to edit the 
included scenarios to reflect YOUR version of history. Blast 
craters in the ground, destroy the terrain, light the ground 
on fire and more. 

SSI 

Release Date: 11/97 PC CD $42 


‘X-WING VS. TIE FIGHTER. ’Join the heat of the 
battle between the Rebel Alliance and the Imperial 
Navy for the contro! of the galaxy. This stand 
alone games features all new missions, over a 
dozen new spacecraft and incredible in-flight 
graphics. 

LucasArts 

Release Date: NOW PC CD $52 


‘NEED FOR SPEED Il Carving swaths of pavement from 
majestic Himalayan highways to twisting Yucatan roads, you 
are driving the most coveted vehicles ever to incinerate a radar 
gun. : ! — 
Electronic Arts fs 
Release Date: NOW PC CD $46 


‘ARMORED FIST 2’ Experience ground combat as 
the Army’s newest tanks tear across 3D Voxel Space 
where the sense of realism and accuracy will not be 
duplicated. Sit in on live action mission briefings and 
actual footage of armored vehicles. 
Novalogic 

Release Date: NOW PC CD $49 


‘THE THREE DAYS OF GETTYSBURG’ This game gives a total- 
ly new look at the battle, a view that brings players even 
closer to the action, even more deeply into the decisions of 
the most playable of all battle games. 
Avalon Hill 

Release Date: NOW BG $49 


‘ADVANCED SQUAD LEADER’ comes in a 3 ring 
binder which can be constantly updated by 
removing obsolete pages and adding new ones, 
just like to U.S. Army field manuals, is filled with 
full color diagrams and each chapter is color 
coded, separated by two-fold dividers containing 
pertinent charts. 

Avalon Hill 

Release Date: NOW BG $38 


‘PERFECT WEAPON’ You are Blake Hunter, Earth Defense 
Force’s top agent. Finding yourself transported to a myste- 
rious and hostile world, you must fight and explore 5 dead- 
ly worlds to uncover the conspiracy that has selected you. 
American Softworks 

Release Date: NOW PC CD $40 


‘BATTLEGROUND: BULL RUN’ The 1st battle 
won Gen. Thomas J. Jackson the nickname 
“Stonewall Jackson.” During following summer 
of 1862, Gen. Robert E. Lee lured Gen. Pope’s 
Union troops into a trap on the same battlefield, 
paving the way for the Confederate invasion of 
the North. 

TalonSoft 

Release Date: NOW PC CD $42 


‘STARCRAFT’ Wasteful, short sighted and quarrel- 
some humans pillage world after world. Played in real 
time, you must gather your resources to accomplish 
your goals, either freedom or galactic domination. 
Blizzard 

Release Date: 07/97 PC CD $46 
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‘JOYSWITCH’ Now you can jump from joystick to joystick, 
game to game with the speed and ease of turning a switch. No 
more reaching behind your computer to swap joystick cables 
on the game port. Joyswitch does it all. 

Lead Pursuit 
Release Date: NOW CD$39 


‘THRUSTMASTER F-22 PRO’ With a powder coated 
metal base, glass filled ABS handle, metal gimbal 
mechanism, and heavy gauge spring tension, the F- 
22 PRO gives you the edge you need in advanced 
tactical warfare. 

Thrustmaster 
Release Date: NOW CD $128 


‘THRUSTMASTER PHAZER PAD’ is the first 

gamepad of its kind to offer precise control and 

maximum performance, its also completely 

user programmable with its press and hold 
interface! 

Thrustmaster 

Release Date: NOW CD $47 


‘GIRLFRIEND DONNA’ With your new girlfriend 
game, you can get to talk to one of the cutest 
women in the world IN PLAIN ENGLISH! Our 
game features and artificial intelligence break- 
through. Watch her respond like a real woman. 
Treasure Chest 
Release Date: NOW PC CD $49 


DIVA X:REBECCA™Do you know how to get to the Avalon 
Agency?”, She asks in a sexy French accent. You kindly offer her a 
ride to her destination. Her eyes engage in silent conversation with 
yours. From there - the adventure begins! 


ANTRSY § 


| hae 


Pixis 

Release Date: NOW PC CD $38 

‘CRYSTAL FANTASY’ Venture through the cave of 

lust and find the secret crystal.Interact with the 

sexiest young jewels of the MacDaddy harem. Take 

snapshots of the girls and play with them in your 
own private portfolio. 


MacDaddy 
Release Date: NOW PC CD $34 


‘ROMSOFT 6 PACK’ Double 
Down, Doors of Passion 2, 
Sensuous Girls in 3D, Massive 
Melons, Touch Me, Feel Me and 
Private Screenings are what 
you'll get in this sexy 6 pack! 
Romsoft 
Release Date: NOW PC 6-CD $32 
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COMPUTER GAMES: SIMULATION L 
‘DESCENT TO UNDERMOUNTAIN’ With a visit from a stranger = wi , —_——- 
‘ : ITLE RELEASE PRice TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Pe ae paver ted: 1943 Euro Air War 06/97 $44 —F16 Fightng Falcon 08/97 $48 Mechwrrior Mercnries NOW $48 Silent Hunter Patri 1-2 NOW $15 
new world of 3D with 360 degree movement. 688i Hunter Killer 06/97 $45 FA 18 Hornet 3 W95 BOW $45 Microsoft FS6W95 NOW $53 Super EF 2000 W95 NOW $46 
RI «Ao Tanck 2 05 NOW $48 Fighter Duol2WOS. OGG $39 Monat TokMGnss NOW $40 THCERDOOD NOW. §28 
x an WT ignter Vue onstr Irc nss 
Release Date: NOW PC CD $46 ACS Navy Fightrs Gid NOW $34 Fighter Duel ProNet NOW $38 Muzzle Velocity NOW $48 TFX: X-22 NOW $46 
AH64D Longbow Gld NOW $46 Flight Unlimited 2. 06/97 $44 Mwarrior 2 Battlepk NOW $48  TNNMtorSprtsHdcre NOW $42 
AH64 Flash Pnt Korea NOW $25 Flying Corp NOW $41 Nascar Racing 2 NOW $43 Team Apache 06/97 $44 
Air Warrior 2W95 NOW $46 Flying Nightmares 2 06/97 $42 Nscr Reng W Trck Pck NOW $47 Test Drive: Off Road NOW $42 
‘F/A-18 HORNET’ There’s 28 different Persian Gulf Archimedean Dynsty NOW $40 Flying Saucer 07/97 $46 Need Speed Gold W95 NOW $45 _ The Darkening NOW $49 
combat missions to test your skills, you can blow up Armored Fist 2 NOW $49 Formula 1 Post Sson NOW $44 Need for Speed 2 NOW $46 = Thunder Truck Rally 06/97 $45 
everything from am-munition depots using the M61 Army Air Corps 42 11/97 $48  G-Nome NOW $37 — Power F1 NOW $42 _ Tie Fightr Coll NOW $28 
Vulcan cannon to MiG fighters with an AIM9 Side- Battle of the Ironclads NOW $46 Great Naval Battles 4 NOW $34 Rally Championship NOW $42 Trophy Bass 2 NOW $48 
Burning Road NOW $44 Harrier 2020 08/97 $45 Red Baron 2 W95 06/97 $48 Wing Commander 4 NOW $38 
Graphic Simulations Comanche 3 NOW $49 Heavy Gear 10/97 $49  SabrAce NOW $48 Wing Commander5 08/97 $55 
Release Date: NOW PC CD $45 Darklight NOW $46 Hind Helicopter NOW $44 Sail 95 NOW $36 World Rally Fever NOW $44 
Descnt 2:Infnte Abyss NOW $48 Indy Car Reng 2W95 NOW $48 Sand Warriors NOW $46 X-CarExprmntlRcn NOW $44 
‘SCREAMERS 2’ Take a ride on the wild side. Howl like a Dreadnaught W95 + 09/97 $42 Jet Fighter 3 NOW $49 Screamer 2 NOW $24 X-Fighters 09/97 $48 
banshee down the all new twisting, turning tracks from EarthSiege 2W95 NOW $40 M1A2 Abrams W95 NOW $46 Ship of the Line W95 09/97 $44 X-Wing Collector NOW $24 
icy Scandinavian glacial death traps to treacherous Earthsiege 3 11/97 $49 Mchwrrior 2 Ad-On NOW $29 — Sierra Pro Pilot W95 07/97 $45 X-WngVTieFghtr NOW $52 
mountain courses and blazing Egyptian desert spinouts. F-22 Lightning 2 NOW $49 MechWarrior 2W95 NOW $47 Silent Hunter NOW $39 _ iF-22 07/97 $49 
Feel every inch of the road, every ounce of centrigugal ‘ 
force and every bug stupid enough to get in your way. COMPUTER GAMES: 3D ACTION 
Virgin Area 51 W95 NOW $39 — Duke Nukem 3D NOW $33 Marathon 2 NOW $44 Ruins NOW $48 
Release Date: NOW PC CD $24 Blood NOW $46  DkeNukm3D Atomic NOW $46 Master LevelsDoom2 NOW $25 Shadow Warrior 08/97 $49 
Chasm NOW $44 Dke Nkem 3D Plut Pk NOW $25 Mayhem NOW $46 SkyNET NOW $39 
‘CH PRODUCTS F-16 FIGHTER STICK’ Features Colliderz W95 NOW $40 _ Eradicator NOW $36 — Mortificator W95 NOW $44 StarTrekGenrtns 06/97 $48 
the most realistic Falcon jet stick grip ever! When Crusader No Remorse NOW $26 Final Doom NOW $46 — Normandy 97 09/97 $36 The Fallen NOW $41 
used in conjunction with the Pro Throttle all 20 Crusader:No Regret NOW $34 — Gun Metal NOW $44 Perfect Weapon W95 NOW $42 Tomb Raider NOW $42 
buttons become programmable for a total of 40 Dark Forces NOW $30 Heretic Shad Serp Rdr NOW $37 Powerslave NOW $39 — Tomb Raider 2 09/97 $44 
functions. 3 year warranty! Dark Frees 2 Jedi NOW $53 Hexen W95 NOW $21 Prey 06/97 $50 — Unreal 08/97 $48 
CH Products Dark Vengeance NOW $45 League of Pain NOW $25 Quake NOW $53 XS NOW $46 
Release Date: NOW CD $100 Doom 2 W95 NOW $28 MDK NOW $44 Quake Mission Pk 1-2 NOW $29  Zombieville NOW $41 


Bo 


3D Ultra Mini Golf NOW 


COMPUTER GAMES: SPORTS 


Gone Fishin’ NOW $25 


$42 Mleague Footbll 3 NOW $34 PGA Tour 96 Wntwrth NOW $19 
APBA Pro Boxing NOW $38 Grand Slam '97 W95 NOW $43 NBA Hang Time W95 NOW $46 PGA Tour Gif 96 W95 NOW $37 
Aaron vs Ruth W95 NOW $39 Hardball 6 07/97 $42 NBA Live 97 NOW $45 PGA Tour Golf Gold NOW $19 
Adidas Power Soccer 07/97 $32 Hooves Thunder W95 NOW $35 NCAA Bball Final 497 NOW $44 Phoenx Soccr Arcd NOW $40 
British Open Golf NOW $44 HyperBlade NOW $40 NCAA Champ Bsktbll NOW $38 Pro Golf 09/97 $42 
Extreme Street Hockey NOW $42 Jack Nicklaus Golf 97 NOW $42 NFL QB Club 98 09/97 $46  SimGolf NOW $40 
FIFA Soccer 97 NOW $45 Legends FB 97 W95 NOW $43 NHL Hockey 97 NOW $46 — Solid Ice NOW $38 
Frank Thos Baseball NOW $39 Links LS NOW $46 Open Ice NOW $46 Ten Pin Alley W95 NOW $40 
Frnt Pge Sprts Skiing 19/97 $48 Links Pro 16 Val Halla NOW $19 PBA Bowling 2 NOW $35 Tripple Play 98 06/97 $48 
Frnt Pge Spts Gif Bnd NOW $48 Links Pro 386 NOW $19 PGA Tour 96 Swgrass NOW $19 VR Baseball 97 NOW $44 
Fron Pge Fball97_ NOW $48 — Madden Football97 NOW $45 PGATr96Spnsh Bay NOW $19  Wrid Cup Gif Dor Bch NOW $26 

COMPUTER GAMES: HARDWARE pe 

3D Magic Accelerator NOW $126 CH Pro Pedals NOW $80 Joyswitch NOW $39  TMF16TQS NOW $108 
3D Spex NOW $79 CH Pro Throttle NOW $102 Labtc LCS 2612 Spkrs NOW $112 TM F22 Pro NOW $128 


Bell Off Chc 33.6 Vce NOW $110 


CH Virtual Pilot Pro NOW $75 — Lgitch WingMn Wrrior NOW $85 TMFLC F16 System NOW $108 


CH F16 Combatstick NOW $60 Game View NOW $99 Master Pilot NOW $52 TMFlight ContrPro NOW $99 
CH F16 Fighterstick NOW $100 Gravis GrlP Controllr NOW $85 Maxx Control Yoke NOW $23 1M Game Card NOW $25 
CH Flight Stick NOW $30 Gravis GriP Pad 2 Pak NOW $24 Msoft Sidwndr ProPd NOW $39 TM Rudder Contr Sys NOW $98 
CH Flight Stick Pro NOW $50 Gravis PC Game Pad NOW $19 Sound Blaster 16 Val NOW $95 TM Weapon Cont Sys NOW $88 
CH Force FX NOW $169 Gravis PC Gmepd ProNOW $27 Sound Blaster 32 PNPNOW $152 TM Phazer Pd NOW $47 
CH Game Card 3 AutoNOW $26 Gravis Thunderbird NOW $43 Sound Blaster 64 AWE NOW $179 TM GP1 NOW $74 
CH Mach 3 Joystick NOW $25 Joystick Extend Cable NOW $9 Space Orb 360 NOW $75  TMTop Gun Joystick NOW $32 
CH PC Gamepad NOW $19 Joystick Y-Cable NOW $9 TM Driving Control T2 NOW $108  VerbalCommander NOW $85 
COMPUTER GAMES: ADULT 
INTERACTIVE INTERACTIVE MOTION MOTION 
2069 Oriental Sex OdysNOW $50 Nightwatch Int 2 NOW $39 101 Sex Positions 2 NOW $24 Hidden Agenda NOW $22 
Alleycats NOW $39 Nightwatch Int 3 NOW $46 Amorous Asia Girl2 NOW $15 Hidden Obsessions NOW $25 
Asians in Wonderland NOW $46 Outpost 69 NOW $40 Asia X NOW $29 Hist Of Blue Movie NOW $15 
Buster Cherry NOW $45 Passion Poker NOW $29 Asian Paradise NOW $39 House Sleep Beauties NOW $12 
Crystal Fantasy NOW $34 Penetration NOW $16 Asian Silk NOW $16 If Looks Could Thrill NOW $24 
Cyber Photographer NOW $39 Pleasure Zones NOW $29 Bacchus Six Pack NOW $45 Immortal Desire NOW $19 
CyberPeep Int NOW $12 Porn Mania NOW $29 Bad Girls 2 NOW $12 In Defense of SavanahNOW $16 
CyberStrip Black Jack NOW $36 Private Investigator NOW $49 — Bangkok Nights NOW $19 Insatiable NOW $24 
CyberStrip Poker NOW $36 Private Plsr Park2 NOW $49 Bedlam NOW $16 Jade Palace NOW $19 
CyberXperience NOW $29 Private Prison NOW $44 Best of Vivid NOW $24 Kama Sutra NOW $24 
Diva X Ariana NOW $38 Rodney Rubber Show NOW $39 Black Book NOW $34 La Blue Girl 4 NOW $22 
Diva X Rebecca NOW $38 Samurai Pervert 2 NOW $64 Blond Justice 3 NOW $16 La Blue Gri Scrn Svr NOW $25 
Doll House NOW $39 Scissors N' Stones NOW $19 Blondage NOW $24 Menage A Trois NOW $26 
Dream Machine 2 NOW $49 Sex Castle NOW $29 Bonnie and Clyde NOW $12 Mystique Orient 2 NOW $24 
Dream Machine NOW $36 Sex TV 2 NOW $25 Borderline NOW $19 New Machine 6 Pk2 NOW $44 
Duke Screw'em NOW $46 Sex With Jena NOW $49 California Girls NOW $6 NewMachine6Pk NOW $42 
Fantascenes NOW $34 Sex:The Game NOW $49 Casting Call 2 NOW $36 — Oriental X-Press NOW $22 
Fantascenes Anal NOW $39 Shock:The Game NOW $49 Christy In the Wild NOW $14 Pheonix NOW $16 
Fun House NOW $39 Space Sirens 2 NOW $29 College Girls NOW $16 Platinum Six Pack NOW $44 
Girlfriend Donna NOW $49 Strip Fighter NOW $40 Curse of Catwoman NOW $24 Private Collection NOW $48 
Girlfriend Teri NOW $39 Texas Table Dance NOW $24 Cyberotica NOW $25 Racquel Released NOW $12 
Girlfriend Tracy NOW $39 Time Warp NOW $45 Deep Throat Girls 5 NOW $25 Racquelle in Wild NOW $24 
Heidi's House NOW $36 Ultra Slots NOW $28 Deep Thrt Gris 4Pk NOW $52 Romsoft Six Pack NOW $36 
Hot Leather 2 NOW $25 Ultra Vixen NOW $49 Demon School NOW $22 Romsoft Six Pk 2 NOW $29 
Hot Slots NOW $37 VCA 6-Pack NOW $39 Dirty Debutnt6 Pk NOW $44 Savannah Superstar NOW $24 
Hump Towers NOW $39 Venus Playhouse NOW $29 Flame NOW $23 Sexin Public Places NOW $16 
Interact Seymore Bt2 NOW $49 Virtl Las Vegas Nite2 NOW $29 From Asia With Love NOW $15 — Sexy Six Pack NOW $39 
Interact Seymore ButsNOW $39 Virtual Sex 2 NOW $39 Geisha's Secrets NOW $12 Speedster NOW $16 
Intimate Journey NOW $24 Virtual Sex Shoot NOW $44 _ Girls Doin'Girls2 NOW $19 Superstars of Porn NOW $24 
Intimate Secrets NOW $25 Virtual Valerie 2 NOW $36 Glamor Girls 3 NOW $19 — Tokyo Nymphs NOW $19 
Japan Interactive NOW $46 Virtual Veronica NOW $48 Going Down NOW $16 Twin Angels 2 NOW $28 
Latex NOW $44 Virtual Victor NOW $42 Hawaii NOW $16 Ultimate Tokyo NOW $29 
Net Erotique NOW $29 Virtually Yours 2 NOW $39 Heidi's Girls Exposed NOW $19 Venus 5 NOW $20 
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‘STAR TREK FLEET ACADEMY’ Before Captain Kirk, Commander STARFLEET 
TITLE RELEASE PRIce Title RELEASE PRICE TITLE ReLeAse Price ‘TITLE RELEASE PRICE Chekov and Captain Sulu were legends, they were cadets at the 


7th Guest2W95 06/97 $44 Delirium NOW $46 Myst 2 07/97 $52 Star Trek Judg RtColl NOW $38 most celebrated school in the universe, the Star Heet Academy. Test BCA DEMY : 

Abe's Odysee 08/97 $42 Demon Isle 10/97 $48 — Neverhood NOW $50 = StarTrek Voyager 11/97 $48 your ingenuity, leadership and courage and determine if you have 

Aden Quest W95 06/97 $43 Deus W95 NOW $37 — Obsidian W95 NOW $49 Star Trk Str Fit Acad NOW $55 what it takes to graduate 1st in your class. 

Advntres on Lego Isle 06/97 $35 Discworld 2 NOW $44 Outlaws W95 NOW $48 Stars NOW $38 interplay 

Albion NOW $39  Ecstatica 2 NOW $47 — Pandemonium NOW $50 — Surreal W95 08/97 $42 Release Date: NOW PC CD $55 

Amber Journys Beynd NOW $44 Fable NOW $45 Pandora Directive NOW $46 _ The Last Express NOW $48 

Ark of Time NOW $28 Fighting Fantasy NOW $40 Phantasmagoria2 NOW $54 The Trial 06/97 $44 

Athanor 07/97 $40 Fork in the Tale NOW $45 Plague 07/97 $42 Third Millenium W95 NOW $44 ‘REALMS OF ARKANIA lil’ Something sinister is 

Beavis Butthd Virt St NOW $31 Gabriel Knight 2 NOW $40  Planetfall W95 NOW $44 Time Warriors 06/97 $26 happening in the seaside town of Arkania. Brave, 

Black Dahlia 06/97 $49 Hunter Hunted W95 NOW $45 Police Quest 5 SWAT NOW $47 TimeLapse Anc Civil NOW $46 honored warriors refuse to fight, while an evil 

Blade Runner 10/97 $48 Interstate 76 NOW $48 QuestforGlory5 12/97 $48 Titanic Jrny Out Time NOW $44 mind preys upon their minds and souls. Can 

Byzantine 06/97 $46 Journeyman Projct 3 10/97 $48 Rama NOW $48 TmeWrpDrBrain NOW $33 your band of heroes defeat it in time? 

Callahans Crstm Sain 06/97 $42 Kings Quest 8 10/97 $48 Redneck Rampage 08/97 $48 — Toonstruck NOW $48 Sir Tech 

Curly's Adventure 08/97 $45 —_Leisure Suit Larry7 NOW $48 Return toKrondor NOW $45 — Trespassr Jrssic Park 10/97 $48 Release Date: NOW PC CD $45 

Curse of Monkey Isle 07/97 $48 Light and Darkness NOW $44 Rivers of Dawn NOW $41 Twinsen's Odyssey 06/97 $46 

Cyberia 2 NO $48 Lighthouse NOW $48 Riverworld NOW $45 Under Killing Moon NOW $19 , _ 

Dar W95 NOW $46  LstFis ShrikHims2 NOW $42 Sacred Mirror of Kfun NOW $37 Urban Decay 07/97 $43 ‘DARK REIGN’ In the 27th century, the Imperium with con- ’ 

Dark R NOW $34 Magic of Xanth NOW $42 Secret of the Luxor NOW $42 Voyeur 2 NOW $42 trol of precious water resources commands the fate of a 

Dawn of Darkness NOW $44 Mummy NOW $42 Sign of the Sun 07/97 $34 Wolf Hunt Be Hunted NOW $12 1,000 worlds. Played in real time, the Freedom Guard 

Death Trap Dungeon 06/97 $44 =‘ Myst NOW $41 Solar Crusade 07/97 $44 Zork: Grnd Inquisitor 10/97 $50 attempts to break the Imperium’s grip on the galaxy and the | Hi i i Vel i i l 
water supply. HE F ra WUFre OF eo 
Activision a 

Alien Legacy NOW $29 Dungeon Master2 NOW $25 Pools of Darkness NOW $19 Star Trk TNGFni Unity NOW $46 Release Date: NOW PC CD $48 

Anvil of Dawn NOW $19 Elder Scrolls 2 NOW $56 Ravenloft Strahd NOW $25 — Stonekeep NOW $24 ‘LANDS OF LORE Il’ You are Luther, cursed son of the 

Arena Deluxe NOW $47 FR Dscnt to Undrmtn 06/97 $46 Ravnift 2 Stn Prop NOW $19 _ Terracide 08/97 $42 Sorceress of Darkness, exploring treacherous lands in 

Betrayal in Antara NOW $48 Fallout NOW $53 Realms of Haunting NOW $54  Thunderscape NOW $19 search of ancient magic, a super power that will release 

Cobra Miss NOW $29 Knights Xentr PG13 NOW $34 Riftwar Legacy NOW $19 — Ultima 7 Series NOW $15 you from your vile birthright. 

Cyclones OW $24 Lands Lre Grdns Dest 08/97 $48 Rims Ark Shadw Riva NOW $45 Ultima 8 Pagan NOW $15 Virgin 

Dark Proje 11/97 $49 Lands of Lore NOW $25 Sacred Pools NOW $48  Ultima9 Ascension 11/97 $52 Release Date: NOW PC CD $48 

Dark Sun 2 NOW $19 Meridian 59 W95 NOW $19 Serpent's Kiss 07/97 $43 Ultima Online 06/97 $42 

Diablo NOW $37 Might & Magic Vi 11/97 $48 Skyrealms of Jorune NOW $33 Ultima Undrwid1&2 NOW $15 

Die By the Sword NOW $48 Of Light & Darkness NOW $48 Star Trail NOW $29 Wizardry Gold W95 NOW $32 *‘X-COM APOCALYPSE’ You command the elite 


X-COM troops as they investigate and repel an 
alien invasion of Earth. You research and manu- 


AD&D Core Rules NOW $54 Dragonlance 5th Age NOW $21 Mutation NOW $30 = Star Wars Sourcebk NOW $19 facture weapons, armor and vehicles. Destroy . =a 
AD&D Cmbt & Tactic NOW $17 Earthdawn NOW $25 — Nephilim NOW $18  StarWars Revised NOW $25 the aliens before it is too late. : Wael: iVvD 
AD&D DM Guide NOW $16 Earthdawn Companion NOW $15 Nightspawn NOW $16 Toon Deluxe NOW $16 Microprose : ee 
AD&D Monstr Manual NOW $20 Fading Suns NOW $22 Of Gods And Men NOW $22 Traveller Hrdcvr NOW $25 Release Date: NOW PC CD $45 
AD&D Players Handbk NOW $20 GURPS Autoduel NOW $15 Once UponaTime NOW $14 Traveller NOW $24 a 
AD&D Skills & Powers NOW $17  GURPS Compendium NOW $18  ParanoiaFifthEd. NOW $20 ‘Twilight20002.2 NOW $15 ‘SHIVERS II’ Harvest of Souls. This time you find : 
AD&D Spells & Magic NOW $19  GURPS Compendium |i NOW $18 Paranoia Rulebook NOW $13 Underground NOW $19 yourself stuck in Cyclone, the most bizarre town 
AD&D Player Pack NOW $16  GURPS Rulebook NOW $20 Pendragon 4thEd. NOW $19 Undergrnd Notebook NOW $22 south of the 48th parallel. You try not to worry to a7 a se 
AD&D Dark Sun NOW $25  GURPSGoblins NOW $18 Psychosis NOW $13 Vampire Hunters NOW $16 much about that feeling of paranoia, but somebody 
AD&D Forgotten Rims NOW $25 § GURPS Mecha NOW $15 Rifts NOW $21 Vampire Clan Books NOW $10 actually is stalking you. 
AD&D Planescape NOW $25 GURPS Warehouse 23 NOW $15 Rifts Hardbound NOW $28 Vampire Huntrs Huntd NOW $10 Sierra 
AD&D Ravenloft NOW $25  HarnWorld 2ndEd. NOW $15 Robotech NOW $11 Vampire Dark Ages NOW $24 Release Date: NOW PC CD $48 
Albedo NOW $18 HarnPlayer NOW $15 RuneQuest 4th Ed NOW $19 Vampire 2nd Ed. NOW $24 
Ars Magica 4th Ed NOW $26 Heavy Gear NOW $25 Senzar NOW $21 Vampire Player Guide NOW $19 ‘BETRAYAL IN ANTARA’ An empire over time has 
Bloodshadows NOW $25 hidden Invasion NOW $17 Shadowrun 2nd Ed. NOW §$20 Webs Basic Game Sys NOW $21 fallen pry to corruption and decay. Today a well- 
Bubblegum Crisis NOW $20 In Nomine NOW $25 Skyrealms Jrune 3rd Ed. NOW $17 Warhammer Fantasy NOW $19 meaning Emperor faces a crumbling infrastructure 
Call of Cthulhu NOW $18 In Nomine Limited Ed NOW $28 Species NOW $21 Werewolf NOW $24 where bribery, intrigue, nepotism, deceit and assassi- 
Cthulhu Live NOW $15 ndiana Jones NOW $25 Str WarsJedi Academy NOW $20 Witchcraft NOW $20 nation run rampant. 
Champions 4thEd. NOW $22 Macross 2 NOW $11 SW Live-Action Adv NOW $15 World of Darkness NOW $16 Sierra 
Changeling NOW $21 Mage 2nd Ed NOW $21 SW Mini Battles Set NOW $28 World Necroscope NOW $25 Release Date: NOW PC CD $48 
Conspiracy X NOW $20 Mage Chronicles 1 NOW $19 SW Miniature Rules NOW $15 Wraith NOW $24 
Cyberpunk 2020 NOW $17 Mechwarrior NOW $13 SWMinis Companion NOW $13 Wraith Player Gde NOW $10 
‘CONSPIRACY X In a world of dark secrets, the only 
certainty is nothing is what it seems. The presi- 
Battletech Booster Now $2  MTGSthEdStarter Now $7  MidEarthWizardBP Now $3 StarTrekNGBP Now $2 dent may not be human. The sign carrying paranoid 
Battletech Start N $8 MTG Mirage Booster Now $2 Mid Earth Wizard SD Now $9 _ Star Trek Starter Now $8 on the street ranting mind control satellites may be 
Dixie: Bull Run 1861 N $6 MTG Mirage Starter Now $8 Monty PythonStarter Now $9 STTNGAItUniverse Now $2 ight 
Dixie: Gettysburg Now $9 MTG Visions Now $2 Monty Python Booster Now $3 ST TNGHolodeck Adv Now $2 New Millenium : 
Dr Who Booster Yow $2 MTG Homelnds Now $1 Mythos BP Cthulhu Now $2 STTNGQ-Continuum Now $2 Release Date: NOW RPG $20 | NEF era: slants Ay 
Dr Who Starter Now $8 MTG Fallen Empirs Now $1 Mythos BP Exped Misk Now $2 _— Star Trek TNG Now $7 
Great Dalmuti Now $5 MTG Alliances Now §$2 Mythos BP Leg Necron Now $2 __ Star Wars Booster Now $2 
sminati BP Now $2 MTG Chronicles Now $1 Netrunner Booster Pack Now $2 Star Wars Starter Now $7 ‘MAGIC THE GATHERING BOOSTER PAK’ The majestic 
uminati SD Now $10 MTG Ice Age Booster Now $2  Netrunner StarterDeck Now $15 X-Files Booster Now $2 civilization within boast magical traditions dating back 
MTG 5th Ed Booster Now $2 MTG Ice Age Starter Now $7 _ Star Trek Booster Now $2 X-Files Starter Now $9 countless eons. Beneath the burning sun, what power 
can you draw from the potent forces. 
Wizards of Coast 
Battle Sport NOW $42 NeedforSpeed2 NOW $49 7th Guest 2 06/97 $52  1D4:Independence Day Now $52 Release Date: NOW CG $8 
Battlestations NOW $46 PSX Memory Card+ NOW $40 Alien vs Predator 08/97 $52  K1 Arena Fighters Now $52 
Big Bass Wrid Champ NOW $51 Power Slave NOW $46 Andretti Racing 97 Now $48 Legacy of Kain Now $52 ‘MECHWARRIOR 2’ The year is 3057. A struggle 
Clayfighter 3 NOW $54 Rage Racer NOW $54 Baku Baku Now $36 Legend of Oasis Now $46 for power fuels a society of warring clans. War is 
Descent 2 NOW $52 Rally Cross NOW $52 Battle Monsters Now $34 Lunacy Now $52 constant. Victory is temporary. Cease-fire nonexis- 
Final Fantasy VII 09/97 $72 RayMan 2 NOW $54 Battle Sport Now $42 Lunar Directors Cut 09/97 $54 tent. For a Mechwarrior, war is life and death the 
Lethal Enforcrs 1&2 NOW $43 Resident Evil 2 06/97 $54 Biohazard Five Now $52 Mechwarrior 2 Now $49 only true peace. 
Lost World 06/97 $54 Soul Edge NOW $45 Blast Chamber Now $49 NFL QB Club ‘97 Now $52 Activision 
MDK NOW $54 Spider NOW $52 Blazing Dragons Now $42 Night Warriors Now $52 Release Date: NOW PSX $49 SAT $49 
Magic the Gathering NOW $50 Syndicate Wars 06/97 $49 Blazing Heroes Now $59 Nights Now $46 ; 
Marvel Super Heroes 06/97 $52 Tekken 3 06/97 $54 Bomberman Now $52 Pitfall Now $52 ; oe ; 
Mechwarrior 2 NOW $49 Tenka NOW $52 —BrainDead 13 Now $50 — Resident Evil 08/97 $52 i LIVE ~ hoes Hs Style of i ‘a ee 
Mega Man 8 NOW $44 Test Drive Off Road NOW $52  Breakpoint Tennis © Now $42 SimCity 2000 Now $49 sea sone cl eAtaig cll 
Monster Truck Rally NOW $54 Time Crisis 06/97 $69 Brutal 2210 06/97 $52 Soviet Strike Now $49 all NBA teams. over 300 players Crests trade and draft 
Mortal Kombat Trilogy NOW $52 Tobal No. 2 06/97 $54 Castlevania Blooditng 07/97 $42 Space Hulk Now $49 players and more 7 : 
NAMCO Museum 4 06/97 $44 Toh Shin Den 3 NOW $54 Command & Conquer Now a Ten Pin Alley Now os Electronic Arts 
NAMCO Museum 5 07/97 $44 Vandal Hearts NOW $52 Crusader:No Remorse Now $49 Tomb Raiders Now $50 : 
NBA In The Zone2 NOW $46 WCW Vs. World NOW $54 Destruction Derby 2 Now $54 Virtua Cop 2 Now $46 Release Date: NOW SAT $49 PSX $49 
NBA Shootout 97 NOW $54 Wild Arms NOW $59 Die Hard Arcade Now $54 Virtual Pool Now $50 
NCAA Final Four2 NOW $48 Wing Commander 4 NOW $49 Game Shark Now $50 —_Zork:Nemesis 11/97 $46 


Standard _ Priority \ Mail To Mail To 
U.S. Mail U.S. Mail Night Canada The World 
y -14 


7-10 Days 2-3 Days 4-7 7-14 Days 
Per Order $1.00 $2.00 $2.00 $2.00 $2.00 $2.00 
Per Shipment $1.25 aI: 00 $3.00 $7.00 $2.00 $2.00 
Per Item $0. ; $2.00 $6.00 
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Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release sched- 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced 
with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. 
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WHAT IS THAT 
STUFF THIS KIDS USING 
ON MY SHOES ? 


YES? | CANT WAIT. 
START MY SUBSCRIPTION 
RIGHT AWAY. 
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Boots of Re 


Unca pursues pi (in the Circle of Blood) 


The Big Sleepy 
(the dragon who looks like Bogart) 
When I first flew into Slim’s cave in Krakow, 
I met her little sister. If you can ever call a 
dragon little, that is. Sis was nothing like 
Slim, though. Slim may have been a sadder 
but wiser kind of gal, but Sis was just a 
tramp. A little girl, lost - wandering the 
mean streets — waiting for some shining 
knight to rescue her. “Not me,” I said, “Go 
away little girl.” 

And she went. Far away. 


Hot & Not 


Diablo was again the most popular role-play- 
ing game of the month. Obsidian is definite- 
ly worth a look, especially for Myst lovers. 


Circle of Blood: Acts Two through Five 
In Act Two, talk to Maguire outside of Mac 
Devitt’s Lounge, then go inside to talk to the 
sneezer and grab his snare during a sneeze. 
Talk to the man with glasses (Fitzgerald), go 
to the bar to talk to Doyle and offer to buy 
him a beer. While he’s drinking, take the 
towel from under his elbow. 

Talk to both Fitzgerald and Maguire 
again. Talk to Fitzgerald until he leaves. 
After Maguire makes his announcement go 
out to talk to him. Turn off the beer pump 
switch beside the door and then ask the 
bartender for a beer. Show him Khan’s ID 
card to get a job as an electrician and use 
the snare on the glass-washer’s plug. Flip 
the lever in the dark cellar, go to the street 
to open the grate, then pick up the gem in 
the cellar. 

Go to the castle gate and talk to the 
farmer guarding the haystack. Climb the 
stack, insert the manhole tool and climb over 
the wall. Go to the ladder and after the goat 
knocks you down use the plowshare to trap 
him. Climb down the ladder and get some 
plaster. Knock over the small idol sitting in 
the sand and then pick it back up. Use the 
plaster on the holes in the sand. Go back to 
the cellar, turn on the water tap, and wet the 
towel. Wring the wet towel over the plaster in 
the sand and use the cast on the holes in the 
wall to enter a secret room. 

In Act Three show Nicole the gem and go 
to the Police Station to ask Moue about 
Marquet. Go to the Hospital and show the 
receptionist your ID. Talk about Nurse 
Grendel to get directions. Go down the corri- 
dor and unplug the floor polisher to get a 
white coat from the closet. Talk to the Doctor 
with the mustache back at the reception 
desk. Go down the left corridor. Give Benoir 
the pressure cuff and tell him to use it on 


Eric Sopmash. Talk to Marquet in his room. 
Go to the museum and talk to Lobineau. 
When the guard is not looking, open the win- 
dow, and hide in the sarcophagus. When the 
raid starts, push the totem pole. 

In Act Four go to the Montfaucon 
Catacombs in Paris and juggle for the juggler. 
Show the gendarme your red nose then jug- 
gle again. After the gendarme leaves open the 
manhole and climb down. Examine the arch 
across the bridge and to the right. Punch out 
a hole with the manhole tool. Examine the 
hole to pull a lever and then to find a cog to 
attach the boat’s chain hook. Turn the winch 
to open the door. Enter the room and use the 
upper spy hole to watch the Templars’ meet- 


Use the manhole 
tool to climb over the 
wall 


Use the upper hole 
to spy on a meeting 


You see the myste- 
rious Templars 


The Knight goes 
above the King 


Solve the chess 
puzzle and get the 
Chalice 


ing. After they’ve rowed off, go down the 
steps and place the tripod in the circle. Place 
the gem on the tripod. 

In Act Five go to Spain and use the pres- 
sure cuff on the hose. Enter the house and 
walk to the door past the suit of armor. When 
the dogs bark, hide behind the armor until 
the servant leaves. Go upstairs and talk to the 
Countess about chess. In the mausoleum pick 
up the Bible and examine the lectern. Talk to 
the Countess about chess and she’ll send her 
man to fetch pieces. Solve the puzzle by plac- 
ing the Bishop on the top square, the Knight 
on the middle and the King on the square 
below the Knight, checkmating the King. 

Kwaheri (goodbye in Swahili) —Andy Backer 
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Duckman, private dick and family man, iS once aqain 
down on his luck, having lest both his show and his 
Farrily, Help quide our favorite duck-detective 
through this off-beat, ranu adventure 
q | \ 
show like Cornfed. Rernice. Ajax, etre 
Charles and Mambe, and King Chicken. > 4 


in order te get his life back! 
* .nteract with characters for 
» Featuring the voices of Tim Cum, Naneu 


the popular syndicated television 


Travis, Dweezi! Zappa, and Greae Rerger, 
¢ More than 10,000 frames of awesome 
hand drawn animation. 


- Solve puczles. avoid traps, and explore over 


40) leeations and 80 different scenes. 


http://www.playratestous.com 


Duckman™ and ©1997 Paramount Pictures. All rights reserved. Software 


created by Illusions Gaming Company. Art and design ©1997 Playmates 
| 1 os ox DE -{@) ivi Interactive Entertainment Inc. PIE is a registered trademark of Playmates 
Interactive Entertainment Inc. All rights reserved. 


ENTERTAINMENT SOFTWARE 
RATINGS BOARD 


Hlusions 


first-class 


The Last Express 
DOS, Windows 95, Macintosh 
Broderbund 


ll aboard! This innovative adventure 

game is now leaving the station. It’s a 

first class ticket, all the way. Jordan 
Mechner, the designer of this ode to 
Casablanca on rails, has created a multime- 
dia masterpiece. Mr. Mechner previously 
designed the award-winning series Prince of 
Persia but has far surpassed it with this sus- 
pense thriller filled with mystery, romance 
and international intrigue. 

It all takes place on The Orient Express dur- 
ing that legendary train’s last trip from Paris to 
Constantinople, just before the outbreak of 
WWI. It also begins with the hero discovering 
a murder, but otherwise bears little resem- 
blance to the Agatha Christie novel, and its 
hero is not Inspector Poirot. He’s Robert Cath, 
an American, who (like Bogart in Casablanca) 
hides his battered American idealism beneath 
a hard-shelled layer of cynicism. A doctor, he 
was barred from his practice in America 
because of an interest in ancient and esoteric 
forms of medicine. He had been living peace- 
fully in Paris until a long-lost manuscript led 
him to Ireland, where he got caught in the 
wrong place at the wrong time. He is now a 
fugitive wanted by the police. A telegram from 
an old friend Tyler Whitney offers him a safe 
journey to Constantinople, but just after board- 
ing the Express he finds that his friend has 
been murdered. 

The player takes control of Cath just after 
he boards. It is possible to wander aimlessly 
about the train’s seven cars listening in to 
various conversations, but unless Cath soon 
finds and hides Whitney’s body and assumes 
his identity, he will be arrested and have to 
replay the first day. The suspense is almost 
unbearable while the body is in danger of 
being discovered, especially by the conductor 
who makes up the beds. 

One of the game’s many innovations is that 
the player is not allowed to save and load var- 
ious games. Instead, the game runs like film 
on a projector and is saved automatically 
when the player pauses or quits the game. A 
red line on the map keeps track of the play- 
er’s progress as the train chugs towards 
Constantinople. The film can be rewound to 
various stops, thus allowing the player to try 
different strategies. It is automatically 
rewound to the point just before Cath dies in 
the arcade sequences (there are several times 

-he has to fight armed adversaries without a 
weapon of his own). 


reviews 


ticket to adventure 


The player’s main objective is to uncover all 
the strands of the elaborate plot with which 
Whitney was involved. Within that labyrinth 
hides Whitney’s killer. The train is a micro- 
cosm of Europe’s aristocrats, anarchists, revo- 
lutionaries, industrialists, and spies in 1914. A 
lost, jewel-encrusted, golden Firebird is central 
to the plot and a metaphor for the story. 

The train is so lovingly simulated it 
becomes a major character in itself. One does- 
n’t always have to explore its every nook and 
cranny, searching compartments, climbing out 
of windows, or jumping through skylights to 
enjoy it, either. Besides using wits and fists 
during the journey, it’s also fun to occasional- 
ly sit quietly and just eavesdrop. This is where 
the game is at its best and most rewarding. 

The rotoscoped, live-action partial-anima- 
tion and Art Nouveau environments are very 
effective stylistically (the scenes could have 
been painted by Toulouse-Lautrec), but may 


The Firebird is to Robert Cath what the 
Maltese Falcon was to Bogart 


The eunuch, Mahmud, dies guarding a harem 
Murder on the Orient Express 


No, that’s not Tatiana’s blood, but she is in 
shock 


Not only are there thrills and spills but old- 
fashioned romance, too 


be a problem for those expecting a fully ani- 
mated game. You get used to it, but at times 
the characters move in fits and starts. There is 
no lip-synching. Other than that, it is difficult 
to find anything to complain about; every 
detail has been lovingly and painstakingly 
attended to. Perhaps there may be a bit too 
much arcade action for some (there is a par- 
ticularly elusive beetle in the game) but it’s all 
either optional or requires little reflex skill. 

What is most refreshing are the game’s 
puzzles. They are mostly story driven. Hiding 
the body, disarming a bomb and stopping a 
runaway train are three of the puzzles. There 
are a few items to find and manipulate but 
one can count them on one hand. The Last 
Express is a new and better way of telling an 
interactive story and as such provides a role 
model for the gaming industry. It is highly 
original and richly deserves all the awards it 
will surely get. -Andy Backer 
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The Space Bar 
SegaSoft 


Windows 95 


Excuse me while I crawl out from under my 
maps, notes, charts and diagrams. There. 
Phew. Where’s the Tylenol? OK. Ready. Here 
we see another contrivance from Steve 
Meretzky, already an institution in the history 
of adventure gaming. Striding from Planetfall 
and Hitchhiker's Guide to the Galaxy during 
gaming’s equivalent to the Woodstock era, 
through a stint with Legend’s marginally 
graphic Spellcasting trilogy, then stomping 
upon the scene with Hodj ‘n’ Podj from his 
own Boffo Games (with Mike Dornbrook and 
Leo DaCosta), Meretzky has stepped into a 
bigger-budgeted puddle called The Space Bar, 
and come up smelling like a Vedj (one of his 
plant characters from the game). 

Several years in the making and several 
more in brain-utero, this title comes to 
SegaSoft via Rocket Science Games. At the 
heels of its Rocket Sci siblings, Rocket Jockey 
and Obsidian, the game should carve its own 
solid niche on retail shelves, as it is probably 
the most diverse graphic puzzle adventure 
ever to flummox the astute gamer. 

You are Alias Node, intergalactic trooper, 
in hot pursuit of some serious space sleaze. 
This leads you to The Thirsty Tentacle, a real 
swan dive among the countless other clubs 


The Space Bar 


and discos in this corner of Armpit 6 (the 
friendly Armpit). You’re equipped with a 
PDA, and a few other techno-goodies, but 
perhaps your most important investigative 
tool is Empathy Telepathy, a skill that allows 
you to see life through the eyes of the sus- 
pect — perhaps the most sensational ability a 
voyeur such as yourself can possess. 
Gameplay consists of entering the minds of 
various aliens in the bar and solving a mini- 
quest in each of their worlds. However, “mini- 
quest” is an understatement in most cases. 
Meretzky has constructed the most devious set 
of puzzles you're likely to encounter anywhere 
(with few exceptions). The habitat of each 
creature is markedly different from one to the 
next, and his or her biological form often 
comes into play (quite literally). For instance, 


COMPUTER GAMES 


when you become Seedrot, a member of the 
Vedj race, you are a plant rooted in one place 
and must solve the entire world from that 
location (this scenario becomes quite risqué 
as a roving photographer urges you to “Stroke 
your buds.”); as Fleebix, the Neblitz, a disem- 
bodied brain in a mayonnaise jar (bring out 
the Best), you are entirely dependent on your 
symbiotic other, Thug, a Salivraster — all mus- 
cle and as dumb as a Pauly Shore film; as 
Soldier 714-Z-367, a Zzazzl, you view the 
world through the multi-faceted eyes of an 
insect, seeing a dozen or so replications of the 
screen image (try solving a multi-dimensional, 
multi-configurable maze from that point of 
view...time to snort Dramamine). The variety 
of puzzle types range from the aforemen- 
tioned maze to a corporate business sim with 
difficulty ranging from medium to sign-the- 
commitment-papers. Each scenario is likely to 
take even the most seasoned adventurer 
between five and 10 hours to complete. Play is 
mostly non-linear, and the stories may be exit- 
ed at any time to return to main core of the 
action, the bar itself. 

All in all, you should expect at /east 80-100 
hours of gameplay...and that’s if you’re a 


well-worn, inspired, dedicated, doesn’t-have-a- 
life game addict. Others should perhaps set 
aside the better part of, say, autumn to finish 
this baby. Players new to adventuring should 
play a few previous Meretzky titles and only 
then may be qualified to give this one a shot. 

The BAGEL, Boffo’s game engine scrolls 
smoothly through its 360° transitions; the 
characters and interiors sport millions of 
nicely modeled polygons. The quirky aliens 
look great, but animations suffer from repeti- 
tive, uninspired movement and no lip-sync (if 
the character has lips). It’s a matter of style, 
actually, but you'll find yourself wishing that 
more time had gone into character animation 
and sound balance. Voice acting is a bit on 
the uneven side, but most performances hold 
up well, especially that of Thud, whom we 


INTRODUCING 


Discovery Channel Games. 


Prepare your imagination 


for the real world. 


Coming this fall from 


Discovery 


= CHANNEL 


MULTIMEDIA 


ADVENTURE reviews 


can vote Most Lovable Moron of 1997. Many 
actions trigger a vocal response from Alias, 
which makes us expect this result when we 
choose an activity. During beta testing (after 
sound recording) a Jot of initially unscripted 
dialog was added and relegated to text 
boxes. Some of the text responses integrate 
well with the action, but many do not, leav- 
ing us wondering why Alias just responded 
vocally and now is silent, while the text-nar- 
rator-in-a-box gives us parallel information. 
This phenomenon hurts the consistency of 
form necessary for seamless progression 
through the story. 

Die-hard adventurers and brave others 
should ignore the nit-picking and rush out 
to buy The Space Bar (and leave The Tab 
Key alone). It’s a puzzle parfait from heaven. 
But be sure to pick up pencils, pads and per- 
haps a few sheets of graph paper, these and 
your analgesic of choice. Take two before the 
Zzazzl flashback. Trust me. —Cindy Yans 


The Arrival 


Live Interactive 
Windows 95 


OX OXaXs 


The Arrival is yet another alien invasion sci- 
fi scenario, this time based on (though not 
replicating) the story for the movie of the 
same name. We’ve been here before, in more 
interesting and playable ways. 

Technically, adventure games are relatively 
simple to design. It’s surprising, then, that 
this one ships with so many minor but 
potentially show-stopping glitches. Install, 
save game and video card problems surfaced 
on a number of our machines during review, 
all correctable but likely to make the game 
return-for-refund fodder for many players. 

Game design issues also need further 
thought here; while much of the game plays 
quite nicely, borrowing interface and puzzle 
ideas from Trilobyte, and working with a 
kind of semi-3D rendered environment (ani- 
mations are used to move from room to 
room; once in a room, the player can rotate 
360° and look up and down, within limits), 
the kinds of gotchas guaranteed to kill enjoy- 
ment of an adventure game surface frequent- 
ly. While solution of the various puzzles is 
optional, for instance (again, imitating 
Trilobyte’s system of solving the puzzle for 
you if you don’t want to keep trying past a 
certain point), discovery of the necessary 
items to get past certain areas is sometimes 
unintuitive and difficult. The layout of the 
space stations is logical enough to retain in 
memory during play (no mean feat for this 
kind of game), but the placing of and con- 
ception of objects is inconsistent. There’s 
nothing in the story to suggest why certain 
things are where they are, and more impor- 
tantly, all too frequently you’ll discover you 
need items from a long ways back in the 
game which you didn’t find even after care- 


ful exploration the first time around (espe- 
cially a problem with excessive CD-swapping 
at certain points during play). 

All told, The Arrival makes a good, profes- 
sional attempt at a kind of game that’s diffi- 
cult to do well; the technology is superb, but 
the game play needs work. —Steve Wartofsky 


Golden Gate 


Panasonic Interactive Media 
Windows 95, Macintosh 


KKK I 


San Francisco, one of the world’s most beau- 
tiful and richly historic cities, has never 
been more beautiful than we see it in this 
surprising little gem of an adventure from 
IX Entertainment. You are you (always my 
favorite concept) and become embroiled in 
the hunt for an ancient treasure rooted in 
medieval Caledon. The story of the treasure 
of King William is linked to several conti- 


nents and eventually culminates in the area 
that is now San Francisco. Your investigation 
turns up clues and documents all of which 
piece together links to the whereabouts of 
this treasure, and to the conspiracy, murder 
and madness that surround it. 

The game’s impeccably stunning graphics 
alone are reason enough to purchase this 
product. You explore the city and nearby 
Angel Island (alas, we never encounter 
Alcatraz), wandering through what feels like 
a surreal painting. Indeed all of the back- 
grounds have been crafted from actual pho- 
tographs that have been water-color 
enhanced, and the effect is nothing short of 
superb. The buildings, land and seascapes, 
wooded byways and countless detailed close- 
ups are never bland, never tiresome. In fact, 
their beauty saves the day quite often, 
because wander you will, sometimes endless- 
ly, trying to find that obscure clue without 
which your progress is thwarted. 

The game’s very-Myst-like experience is a 
bit strange when it takes place in what we 
know is a populated city of the nineties. We 
accept the barrenness of Myst because it’s 
Myst Island... who knows what to expect? But 
a barren San Francisco? Ambient sounds of 
occasional inhabitants help a bit, but don’t 


solve this particular dilemma. Oh, there are 
flashbacks of characters from the past, and a 
particularly annoying chap named Jake who 
appears from time to time, but it’s still a dis- 
turbing stretch of the imagination to be 
investigating a painting. 

The puzzles are a mixed bag — from down- 
right simplistic (a 3 by 3 Magic Square) to 
quite challenging. There are only 9 or 10 of 
them, and the real challenge is sniffing out 
their locations and the clues to their solu- 
tions, many of which may be overlooked in 
the very detailed gamescape. 

Warning. The gameplay and exposition are 
initially extremely slow, but patience pays off as 
the intrigue and inventory build. Full motion 


Top to bottom: 
Yoda Stories, Golden Gate, 
The Arrival 


video flashbacks and ol’ FMV Jake don’t inte- 
grate well with the rest of the artwork, but 
some vintage video clips and the musical score 
are very engaging. This is an above average 
title — a diamond-in-the-rough — with some of 
the best artwork you’re likely to encounter. If 
you're at all entranced by the ambiance of San 
Francisco, it’s a must-have. —Cindy Yans 


Yoda Stories 
LucasArts 
Windows 95 


KK KON 


Has it ever dawned on anyone that maybe, 
just maybe, the gargantuan power of The 
Force isn’t harnessed by a furrow-browed, 
swamp slurping, sarcastic green-tinged 


COMPUTER GAMES 


muppet? Naturally, I wouldn’t say this to 
Yoda’s face, mind you, but..... 

Viewing Yoda Stories, the newest release 
from the Jedi Masters at LucasArts, one 
could liken its style of play to “Dark Forces 
meets Chip’s Challenge.” With no two 
games alike, Yoda Stories touts “billions of 
possible games” for endless entertainment. 
Truth be told, a few trips around this 
galaxy and you’ve seen more than enough 
to jump to hyperspace. 

Not that there isn’t quite a bit to do in 
every new game, however. Players control 
the legendary Luke Skywalker as he scur- 
ries back and forth around different planets 
like Dagobah and Tattooine. Whatever ran- 


Yoda Stories 


Pirates: Captain’s Quest 


dom quest Yoda determines to be 
most galactically correct that day, 
well, that’s what you’re assigned 
for busy work. 

Visually, your heroes from the 
Star Wars saga sport dispropor- 
tionate heads to their minuscule 
bodies (“Darth, you’ve got such a 
big.... helmet.”). As simple a trick 
as it is, it sets the mindset that 
this game focuses on pure, quick fun. 

Along the way, there’s the complimenta- 
ry gun, explosive devices, stale salted 
peanuts, and keys. Naturally, Luke always 
packs his lightsaber (which needs fresh 
batteries, judging from its weakness in 
combat.) 

The random quests typify the perennial 
bucket brigade style of “deliver Han a can- 
died gerbil to receive the Talisman of 
Vader’s Virility, which in turn opens the 
portal to Leia’s private sauna, etc.” 

Perhaps the dark influence of the 
Emperor still wields its awesome power from 
the grave, but there’s an autonomic reaction 
to Yoda Stories that compels gamers to play 
mindlessly ‘til Chewbacca gets a crew cut. 
It’s less than $20. It’s fun. It’s got the allure 
of Yoda’s sex appeal (“Do me, or do not. 
There is no try.”) As Picard would say, “Make 
it so.”—Tim Royal 
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Pirates: Captain’s Quest 


Discovery Channel Multimedia 
Windows, Macintosh 


So, yez wanna be a pirrrrrate, does yez? 

Harrr! Then step past the fo'csle up to the 
mains le and takes yez a closer look, lads 
and lassies. I is one, but I wuz not alwez. 
Onc’t I wuz jist like yez swabs. Ig’nerant. 

But then I played Pirates: Captain Quest, 
and quickly became as erudite in my knowl- 
edge of seamanship and the islands of the 
Caribbean as a college professor. Not only is it 
entertaining (and what could be more enter- 
taining than playing a pirate) 
it’s educational, too! Did you 
know that only new iron can- 
nons could be used in battle? 
Yep, older cannons overheated 
and blew apart. 

Each quest, besides requir- 
ing player characters (the 
game offers a choice of male 
or female) to plunder or sink 
a number of ships and gather 
a large amount of gold, also 
requires them to discover one 
new historical fact such as 
how Dutchman Peter 
Stuyvesant lost his leg in bat- 


P cn 


tle. Sailing the ship to the fact’s historical loca- 
tion discovers the fact. 


Thomas A. Porter, publisher of Discovery 
Channel Multimedia says, “Kids will love sail- 
ing the Caribbean, meeting famous pirates, 
trading supplies, swordfighting, battling at 
sea and amassing their fortune.” Well, 
Thomas, we so-called adults love doing those 
things, too, and it’s been too long since we’ve 
played the old Commodore 64 version of 
Pirates! Pirates: Captain’s Quest is a brilliant 
replacement, updating the game play, primi- 
tive graphics and sounds of the former. 

It’s not the same game, (although enough 
of a look alike to be blood-related). It’s a 
more simplified version, perhaps oversimpli- 
fied for some adult tastes. Even so, it’s much 
more fun to play than Microprose’s encum- 
bered and buggy upgrade called Pirates Gold. 
Put that in yer grog and drink it while they 
hangs me from the yardarm! —Andy Backer 
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Diablo 


Part Two: through hell and high water on battle.net 


laying multi-player Diablo after hav- 

ing finished the solo version is like 

walking on dry land and then walking 
at sea; it involves the same skills and body 
parts, but feels like an entirely different 
activity. When walking at sea one must learn 
to adapt to the varying pitch and roll of the 
ship, one should never take the next step 
for granted. In the same manner going 
onto battlenet and surviving the dungeon 
requires that players grow accustomed to 
the unpredictable lag between their actions 
and the results. 


Baby steps, Bob 

In an episode of M*A*S*H* the party is lost 
and Frank finds a walky-talky and sends 
their position to a jet flying overhead report- 
ing that the jet is directly over them when 
he says “Now.” Hawkeye derides him saying 
that by the time Frank said “Now” the pilot 
was in the officers’ lounge having a cold 
one. In a similar vein players will have to 
get used to anticipating rather than reacting 
to what’s going on around them. 

For instance, your big tough warrior 
strides into a room full of monsters confi- 
dent that your armor and heal potions will 
get you through only to die as your hit 
points suddenly disappear before you could 
use a full heal potion. I quickly learned to 
use a potion whenever my health dropped 
below half even when I thought I could 
make it. I also started withdrawing from 
action when my health dropped below two- 
thirds to cast heal on myself. 

Don’t rush into areas that haven’t been 
cleared of monsters. Instead, take short walks 
of one or two character lengths so that you 
won’t trigger a whole host of monsters. This 
way only one or two should peel off and you 
won't be inundated. 

I recommend using regular heal and 
mana potions instead of their fuller 
brethren. I found it hard to make myself 
use the full potions even when I knew I 
should because I didn’t want to waste 
them. After switching to regular potions 
that mental hesitation went away and I 
also started withdrawing from combat to 
heal rather than staying in too long. 


Things to wear and carry 

I will also venture this controversial hypothe- 
sis for warriors. Life-stealing is the best abili- 
ty to have on a weapon in multi-player. After 
much experimentation with weapons (and 
much dying, most of it mine) of haste and 
massive damage | found that the relatively 
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RESIST ALL: 25% 


The lowly Shadowhawk. Given how rarely a life-stealing weapon 
shows up Diablo’s creators must think this trait is valuable also. 
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Staves like this can keep a warrior or rogue 
casting with the big boys for a while, though it 
takes up a lot of space. 


puny Shadowhawk (unique item: +5% resist 
all, +15% to hit, -20% light, 5% life-steal, 4-12 
damage) kept me alive a great deal longer 
than hasted or king’s blades. 

While many other weapons will do more 
damage, every time a successful hit is made 
my character heals. In fact, using 
Shadowhawk I very seldom have to use a 
heal potion in combat, even when surround- 
ed by steel lords, blood knights, etc. To com- 
plement that strategy, I also believe that 
armor that reduces the damage done by 
opponents is of greater importance than is 
commonly thought. 

Players of whatever class would do well to 
secure a ring, amulet or helm of harmony. 
Items of harmony give players the fastest 
recovery from being hit and keep sorcerers 
from loosing their spells to a lucky shot. 
Since you are always a beat (or more) behind 
due to lag you need to be sure that spells get 
off and mana isn’t wasted casting twice or 
more to be sure a spell goes off. 

Battle is confusing, so warriors should 


expect to get hit by the odd 
lightning bolt or arrow, but 
sorcerers should be careful 
about throwing mass dam- 
age spells such as fireball, 
chain lightening and espe- 
cially flame wave. In a full 
party it is more useful (and 
much less painful.) to cast 
stone curse and let the war- 
riors and rogues have a 
“rap” session, reducing 
their rigid opponents to 
their component parts. 

Another painful adjust- 
ment is the lack of space to 

store items. While playing 
on battle.net you should 
never put something on 
the ground that you can’t 
afford to lose. People frequently “time out” 
when their system has become too out of 
sync with the host and may not be able to 
get back in the game or the items may 
just disappear. 

Keep at least one good weapon as a back- 
up. When you die you lose everything you 
had equipped — even rings and amulets — 
and will have to go back down with whatever 
you have in your backpack unless a buddy 
can resurrect you. 

Gold is almost worthless and only takes 
up space so you don’t need to hang onto 
much from one session to the next. It’s 
easy to acquire 20k and more in an hour’s 
time. In this case, gold is perfectly OK to 
leave lying around in town since you can 
always get more. 

Be careful with whom you play and trade. 
There are a lot of childish minds running 
loose on battle.net so you might want to 
consider joining a guild. I had a great time 
playing with gamers from CompuServe and 
never had a bad experience with them. Good 
players are extremely generous and will give 
lower level/less-well-equipped characters 
expensive items. It doesn’t make much sense 
to be stingy since you will be agonizing over 
what few items to keep most of the time. 

Keep a selection of jewelry on hand. With 
two rings and an amulet you can radically 
alter your character’s abilities. I keep a high- 
magic set for reading spell books (giving my 
warrior a magic of 138), several that 
enhance resistance for those trips to the 
caves and hell, and a set for general use 
when dealing with mostly non-magic using 
areas that increase my AC and to hit bonuses 
allowing my weapon and armor choices to 
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Bosses like these make shopping fun. 
In this trip | snagged a bow of the heavens 
and a helm of harmony, plus other things | sold 


Keeping a portal handy for when times 
get rough can make the difference between 
losing everything and coming out on top 


be based more on how they enhance my 
combat abilities rather than needing 
them to add to my resistance. 

If you’re a warrior, you may want to 
pick up a staff of flame wave or a good 
bow for use on magic-throwers so that 
you don’t have to hunt them down or 
totally withdraw to let the rogues and 
sorcerers takeover. 


Out in the fray 

Since the 1.02 patch has come out for 
Diablo, cheating has cooled down, but 
there is still one program that will let 
you backup your character. You can get 
this utility from the programmer’s page 
at www.users.lith.com/~kevin/diablo/. 
The newest version works even after 
the patch. Given the increase in lag 
time after the patch, this program is 
essential to those who do not wish to 
watch 100s of hour’s playing time go 
down the drain in a crash or who need 
to move their characters from one sys- 
tem or hard drive to another. 

If you’re just starting out, you may 
want to try doing multi-player Diablo 
solo. Yes you can start a direct connect 
game without having another computer con- 
nected and have all the fun of playing at the 
higher difficulty settings without worrying 
about lags or crashes. Don’t jump in too far 
though. Without anyone to back you up it is 
all-too-easy to wind up in over your head and 
dead. Going back to fetch your choice equip- 
ment nearly naked is an acquired taste, but 
for those who have to should try the follow- 
ing: Always cast a portal when first entering a 
level, especially the caves. You can then make 
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(or ene grabbing an it item at a 
time. This is called streaking and it helps 
to have almost nothing in your inventory 
sO you won’t waste time (and get clob- 
bered) trying to deal with your inventory 
screen while being chased by Hell’s 
third army. 

If you want money and are at level 20 
or higher start a nightmare game and do 
the fist four levels. You can easily rake in 
15k or more while not having to worry 
much about death. For those wishing to 
get the most chances at choice magical 
items try running on down to level 15 
and ignore the other levels. There are 
guaranteed to be five bosses (four plus 
Lazarus) each of which will have one 
magical item. While they are not always 
that good, this is the highest concentra- 
tion of bosses in the game. Another tech- 
nique is to keep starting new games 
until Griswold has something you want 
and then go down and get the gold to 
pay for it. Gris doesn’t rotate his invento- 
ry unless you go up a level and then he 


Lazarus’ lair is a favorite stomping ground for those 
seeking treasure. So many bosses guarantee a good haul 


As you can see even in this small melee it can be difficult 
to tell friend from foe so sorcerers shouldn’t be above 
taking a few whacks themselves 


only changes one item. You can also take that 
mass of cash you will accumulate and buy his 
cheap items and selling them back until a 
choice tidbit makes an appearance. 

On the whole, multi-player Diablo is an 
order of magnitude more difficult than solo 
Diablo and with each level of difficulty (night- 
mare and hell) continues the trend. As much 
fun as it is playing Diablo solo I cherish the 
time I’ve spent with my friends in the dungeon 
wreaking havoc. —Samuel Brown Baker II 
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ith the recent 1.2 (and 1.2a — the 
W latter for backwards compatibility 

with .TRK files) Su-27 patch from 
SSI, what’s been brought home yet again is 
how utterly important smooth frame rate is 
for any game out there, especially any simula- 
tion. While the original design, without any 
texture mapping, flew smoothly on everything 
from a 486 on up, with Pentium-based com- 
puters there was a periodic, brief halt to the 
animation, small enough to be only ambigu- 
ously noticeable to some, but visible enough 
to be distracting for many during play. The 
new patch removes that “stutter” in the 
graphics performance, and that alone makes 
an amazing difference in the way Su-27 now 
feels. Let’s just hope that with Su-27 version 
1.5 and Su-27 2.0 (or whatever the next sim- 
ulation from SSI may end up being) the com- 
mitment to smoothness is maintained. 

Smoothness is, surprisingly, a complex 

quality in a 3D design; you can have some- 


i I’ll have a smooth one, please 


thing that updates smoothly but — because of 
the one-to-one analog between mouse or joy- 
stick movement and performance on-screen — 
feels dead in the water, no matter how rapid 
the graphics updating, simply because there’s 
no sense of inertia present in the movement. 
Smoothness in a 3D environment trying to be 
realistic has to be accompanied by other 
kinds of subtle visual and control-input-to- 
reaction-time lag techniques to make the 3D 
movement interesting. It’s amazing how often 
this simple fact is missed, even in a sophisti- 
cated simulation working hard to match up 
with real-world performance numbers. And 
it’s not a question of sufficient hardware to 
accomplish such a task, either; it was 
achieved in Dynamix’ Aces Over series way 
back in the days of the 386, and even earlier 
with Chuck Yeager’s Air Combat, the classic 
from Electronic Arts. 

Su-27 1.2a achieves smoothness not only 
because of the frame rate (and now, finally, 
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[1] F22 Lightning II looks better, but doesn’t 
have the real-world 3D feel Su-27 does 

[2] With the Su-27 1.2a update, this is now 
the smoothest bird on the planet [3] It may 
seem a little thing, but realistic 3D perfor- 
mance improves performance accuracy dur- 
ing missions dramatically 


the removal of the infamous Pentium 
Stutter) but because the designers of the 
software took into account the same things 
the designers of Doom, Quake, Duke Nukem 
3D Indy Car 500 and Tomb Raider paid 
attention to: how does a real-world person, 
aircraft, car, etc. actually move? What does 
that movement feel like? What kinds of cues 
occur which tell the person they’re experi- 
encing a kind of movement appropriate for 
the object being represented? Create a first- 
person (or third-person) shooter that drives 
like a car and you'll have gamers grumbling 
in no time. Create a flight sim with no 
apparent visual or control-input inertial 
reaction — even if that’s what the real aircraft 
supposedly feels like — and players will con- 
sider it unrealistic, no matter how well the 
numbers match up. If a game or sim has “it,” 
you know it right off; ditto if it doesn’t. 
There’s nothing really in between. 

The problem is, you can’t give a player the 
actual physical cues present when actual 
movement is taking place when you’re in a 
PC on-screen environment. So visual cues 
have to suffice, and in fact may need to be 
exaggerated to make up for the absence of 
physical cues. 

Surprisingly enough, this same logic 
applies to little 3D animated objects in a two- 
thirds overhead perspective real-time strategy 
game as much as it does in a first or third- 
person action game. Not many have really 
discussed the “smoothness” of the animation 
when playing in Command & Conquer Clone 
mode (I would actually call it Populous mode, 
since I think that’s the first title to accomplish 
real-time strategy, but that’s old history...), 
but you can bet it probably has a lot to do 
with the success or failure of such games. 

Which is the long, elaborate lead-in to the 
most important point of this month’s Hangar: 
assuming flight sims are getting to the level 
of sophistication where we’ll be able to take 
realistic, 3D smoothness for granted from the 
cockpit perspective, and assuming also that 
real-time tactics and strategy from an over- 
head map perspective are going to come 
more and more into the playing process as 
the genre evolves, it’s probably not too early 
to suggest that the smoothness, and full, real- 
istic 3D representation of objects from the 
map perspective will be a potentially huge 
plus for sim fans looking for this kind of 
combination simulation/real-time strategy 
game to emerge. I can hear designers 
screaming now: “What, you want Quake-like 
animation in the air and on the map?! We’ll 
die!” Well, consider it a challenge. Take a 
close look at Flying Nightmares 2 when it 
arrives. Crunch Out. —Steve Wartofsky 


COMPUTER GAMES 


Visit your locatretailer or call t 


© P0.:B0x 13491 or Research. 


Tria D g e Pa rk ee ; N CALLING | ‘o Bt w.i magi c g sive 6.0 m~ 
oll free 1-800-448-5261 to order a copy today! 


ght 


ractive Magit Inc. All other tradéméairks-are.the property of their respective owners. 


ltt WAR, Inc isa trademark of Inte 


“SIMULATION 


_ Air Combat Advisor 


Part One: Making the BnZ work 


ow that we’ve discussed the basic 

concepts that encompass the BnZ 

(Boom and Zoom), let’s talk about 
how to put it to work in sims. But before we 
move on to that, I think a few words about 
the limitations of simulations are in order. 
Now I don’t want to go too far off on a tan- 
gent, so let’s keep this focused on how these 
limitations relate to the BnZ. 


Near or far 

Without regards to spatial positioning (the 
physical positioning in relation to yourself, 
e.g. 3 o’clock, high) and relative positioning 
(offensive/defensive postures e.g. H2H, H2T, 
etc.), the ability to judge the separation (dis- 
tance) between your aircraft and your target 
(in our particular discussions— enemy air- 
craft) is critical for marksmanship and 
maneuvering success. 

As we’ve discussed some time ago, the use 
of a gunsight as a reference can help you 
estimate separation distances reasonably 
well. From the size of your target in relation 
to something known (such as the gunsight in 
this example, and only if you’ve taken the 
time to learn what the size relationships look 
like), you can be reasonably accurate. 
Naturally, your “rule of thumb” accuracy rests 
with your ability to recall these size relation- 
ships, and how many shapes the sim devel- 
oper settled on including in the sim. 

The way the illusion of distance generally 
works is like this: to pick a random example, 
say there are 15 groups of object sizes (all 
which include sides, top, bottom, etc.) for 
your enemy aircraft. At certain predetermined 
(although we’re beginning to see user deter- 
mined options) ranges, these objects will 
swap out for the next appropriate object size. 
For example, at 800 yards separation you'll 
see small shape *3, and at 700 yards it’ll 
swap out to the next larger shape. As your 
separation dwindles, successively larger 
shapes swap in. 


Runnin’ for so long 
This relative size method works reasonably 
well for TnB dogfighting (where your separa- 
tion distances remain relatively close), but 
with regards to the BnZ (and by no means 
limited only to this tactic) in simulations, we 
run into some problems. This is due to hard- 
ware limitations, in particular, current video 
technology. Today, one of the most difficult 
aspects to model in any sim is the ability to 
recreate long range depth perception (it’s a 
difficult skill in real life as well). 

In our illustration above, as you increase 
your separation (as in the Zoom), you reach 
a point where the smallest object shape 


(1] As you Zoom away, you'll reach a point where the smallest object shape swaps out to what even- 
tually becomes a pixel sized dot. While it does give you some indication of seperation distance, for 
Zooms, it isn’t much help 


[2] In sims like Air Warrior II, figuring the distances is as simple as reading the numbers next to the 
appropriate icons. Unfortunately, most sims leave you to figure this out yourself 


[3] The way the illusion of distance generally works is at certain predetermined ranges; objects will 
swap out for the next appropriate object size. As you increase your separation, smaller and smaller 


objects will successively swap in 


swaps out to what eventually becomes a 
pixel-sized dot. Anything beyond that range 
simply disappears off your monitor screen. 
Because the Zoom deals with separation dis- 
tances that run into this realm of “dot” sized 
opponents, it makes judging when to per- 
form your reversal somewhat of an art. 
However, never fear, there are ways to deal 
with this situation. Since we’re dealing with 
sims, we'll use what we have at our disposal 
(perhaps another day we'll get into the real- 
ism vs. sim debate). 


Don't stand so close to me 

We stated that a reversal should be per- 
formed at a distance which will allow you to 
make the turn and not have the enemy in 
your face before you can line up another run 
(approximately 2,500 - 3,000 yards). In sims 
like Air Warrior II, figuring the distances out 
is simple, because the icons list them (howev- 
er, when flying online, you may need to sub- 
tract 100-200 yards to compensate for net- 
work latency). Fortunately (or unfortunately 
depending on where you stand on the sim 
purist line), there are other ways to deter- 
mine separation distances even if the infor- 
mation isn’t readily presented to you. 


Count out 

In no particular order, the first method is the 
counting method. After you merge, begin 
counting and make your reversal when you 
reach a specific number. Of course, to com- 
plicate matters your closure rate (your speed 
in relation to your enemies speed), relative 
angles (is the enemy already turning to get a 
tail shot at you?), the enemy aircraft’s relative 
performance, pilot skill, and E state will all 
affect the number you’ll want to count to. 
The basic rule of thumb is, the faster you’re 
going, the less counting you’ll need to do, 
and the lower the relative angle of the 
enemy, the further you’ll need to zoom. 
Finally, with each successive run, the count 
will increase. 


It ain’t over ‘til it’s over 

I know you're saying “well, a lot of good that 
is!” Unfortunately we’re out of space again. 
We'll discuss how to arrive at a good Zoom 
count and other ways to calculate your BnZ 
extension next time. 

Until then, remember - the important 
things are always simple, and the simple 
things are always hard. Don’t reverse too 
early, and don’t fire at “dots.” —Ben Chiu 
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n the world of combat simulations, flight 

games have reigned supreme. Choose 

your era, choose your plane, you can 
probably find a simulation of it. Ground 
pounders, however, have had pretty slim 
pickings; more recent titles have been weak, 
or haven’t met the expectations of the hard- 
core sim crowd, so pretty much the only title 
to fill the void is the now-ancient but still 
loved M1 Tank Platoon from MicroProse—at 
least until now, with the release of iM1A2 
Abrams from Interactive Magic. 

Graphics in the game range from okay to 
quite nice. While the texturing of the desert 
seems very good, the Bosnian and Ukrainian 
regions are too uniform (looking somewhat 
like green sand instead of grass, fields, or 
roads); you also often get visual “glitches,” 
and with detail cranked, some complain 
about the frame rate. No significant vegeta- 
tion hurts the game in the Bosnian mis- 
sions, where such cover would play an 
important tactical role, but Interactive Magic 
found that it hurt the frame rate even more 
and chose to take the hit on “realism” in 
this one region instead. Those criticisms 
aside, the game does an outstanding job 
representing the shifting, rolling nature of 
terrain—even in the “flat” desert—-that’s so 
important to a tank sim. 

The models of the various vehicles are 
very nicely done, and major elements (tur- 
rets, main guns) are articulated. Aside from a 
“kill” they don’t show damage, but at the 
ranges typically experienced in the game this 
isn’t such a problem. The tank interiors are 
clean and crisp; not too flashy, but flash 
would only obscure the interface. 

Visuals aside, the game is the important 
thing, and with a major exception, Abrams 
does a very good job on this point. The 
exception comes up front, when first learning 
the game. While there is a “QuickStart” 
option, there’s no tutorial, nor is there any 
“training area” or gunnery range like M1 
Tank Platoon had. This-combined with a 
sometimes awkward interface which seems to 
hearken back to the days of DOS—can make 
for an awfully steep learning curve for new- 
bies to the world of tank combat, or to those 
of us who haven’t visited in years. 

Though steep, the learning curve is fortu- 
nately also very short; once past it you find 
yourself blasting away with the best of them; 
then the fun begins. The game models three 
of the four positions in the Abrams: driver, 


worthy successor 


Clockwise from top left: The unbuttoned view is useful for scoping out the terrain; The driver posi- 
tion is probably the least used; The gunner’s position by night...; ...and by day 


gunner, and tank commander (both buttoned 
and unbuttoned). Driver is used the least, but 
quite a bit of time will be spent in gunner or 
commander positions. Abrams doesn’t model 
every button or switch, but instead focuses 
on the systems most important for combat. 
One function I wish had been modeled is the 
commander’s over-ride control of the turret, 
but this can be simulated via a quick jump to 
the gunner’s position. 

While I’ve not had the chance to test-drive 
a real Abrams in battle, the combat in the 
game feels right overall. Thermal imaging, 
the scramble to stay hull down, and more 
exist in the game; I even observed guided 
missile fire from a BMP going astray when I, 
in panic, fired off an un-aimed shot in its 
direction (luckily, they panicked too). Some 
things, however, are missing: there are no 
mines or engineering obstructions, tanks 
don’t throw their tracks or appear to break 
down except when damaged by fire, and, if 
you drive off a cliff, you don’t suffer destruc- 
tion (while the reason for this design deci- 
sion is understanable, it should have been a 
realism option in the setup). 

In addition to QuickStart you can fight 
individual missions or campaigns. Campaigns 
can be played from either “Lieutenant” or 
“Captain” mode; in the former, you control 
just the tanks in your platoon and maybe a 
scout element; in the latter you get to control 
all the extra vehicles a company commander 
might. Ironically, Captain mode seems easier, 
despite the extra units, largely because a 
Captain is more likely to be offered air power 


(Apaches or A-10s). 

The computer opponent can be set to dif- 
ferent levels: Green, Regular, Veteran, or Elite. 
It’s hard to tell how much of the increasing 
difficulty is due to the AI (which sometimes 
does very well, and sometimes doesn’t) and 
how much is due to the presence of more 
and better enemy equipment (especially air 
power; you learn to fear the Hind helicopter, 
and feel a special sense of victory when tak- 
ing one out with an MPAT round), but no 
matter what, the challenge does ramp up 
considerably. The AI of your troops is also 
mixed; I wish there had been a command to 
“assume hull down,” as they don’t appear to 
do so automatically. 

Overall, I have enjoyed Abrams. The 
manual is quite good and the game sup- 
ports multiplayer (either co-operative or 
head-to-head over LAN, direct connect or 
modem, although Internet play is not offi- 
cially supported and you can’t team up to 
control different positions within a tank). 
Abrams is more than just the spiritual suc- 
cessor to M1 Tank Platoon; with Arnold 
Hendrick closely tied to the design of both 
products, it’s no surprise that there’s a 
strong “family resemblance” between them. 
While there are a few points where Abrams 
falls down, it generally equals or excels the 
classic. It is definitely not Tank Doom, so if 
you're looking for heavy eye-candy and 
loads of destruction, skip it; as a mid- to 
high-level sim it does much better—with 
some exceptions—and (most importantly) is 
a lot of fun to play. —Scott Udell 
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N. amount of computer “simulation” will prepare you for life in the Dar System, 
because in Planetary Raiders no one plays against the computer. 
bole al nal yur (oper 1alemee)an) Lad ice| eel ecm alelarel con mem ihUlale pm elecr-lialiaremalelparcla beings, 


brought together by the Internet. 


: a 
Will the next player you meet offer a trade alliance, or would he rather blast you out of 
the sky? You’d better choose your friends carefully, because in this world, nothing is 
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Multiplayer Internet Gaming 
for Windows® 95 


Download Planetary Raiders for free off the Internet at 
AWA alee claalonnee)ag 


Planetary Raiders is not available in stores. 
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WarBirds and Planetary Raiders are trademarks of Interactive Creations Inc. All other trademarks are the property of their respective owners. 
Interactive Creations Inc. 1701 W. Northwest Hwy, Suite 220, Grapevine TX 76051 


Jetfighter 3 


Joy for would-be 21°-century jet jockeys 


inging through the skies of South 
America and Cuba in a F-22N try- 
ing to solve world problems with 
the UN Rapid Deployment Force is a tough 
job, but someone has to do it. Whether you 
are taking on MiGs over the Andes or 
destroying a hidden nuclear reactor in the 
Antarctic, there are many things you can do 
to complete these missions successfully. 
Following are some general tips on improv- 
ing the odds in surviving and some hints on 
some of the many missions in the game. 


[1] Targeting a battleship with a mav- 
erick. Note the SAM trails in the sky 
[2] Engaging a SU-27 over the Andes. 
The radar screen range has been low- 
ered to 5 miles, making it easier to 
keep track of the target. The aspect 
angle indicator in the center of the 
HUD is pointing down showing that 
you are right on enemies tail 

[3] Targeting a MiG-29 under the light 
of a full moon. Even though the target 
is “locked” (the diamond has gone 
large in the targeting box), the enemy 
is still out of range. Wait until “In Range” 
appears on the HUD and then fire 


Begin with basics 

Trying the 13 training missions is a great way 
to pick up the intricacies of this sim, even for 
a veteran flight-sim player. Particular effort 
should be put into carrier landings (Lesson 
#9), which can be quite difficult when on full 
realism. Don’t be afraid to start with the 
Landing Ease control set to “Easy.” As you 
become more proficient, switch to 
“Moderate” and then “Realistic.” Use every- 
thing that’s there. For new aviators, Lessons 
#4 and #13 (which deal with air-to-air com- 


bat) should be practiced thoroughly as well. 

Next, it’s on to the beautiful isle of Cuba 
and Operation Hurricane, a 10-mission cam- 
paign that is the warm-up for the main cam- 
paign to follow. Upon completion of the 
Cuban campaign, the UNS Peacekeeper will 
set sail for South America and some heavy 
fighting in Chile and Argentina. 


Staying alive is the only way to fly 
Surviving to fight another day is probably the 
main goal in any flight-sim; in Jetfighter 3 
this is no different. The most important 
aspect of defensive flying is knowing where 
everything is located in relation to your 
plane. Keep an eye on the radar-screen and 
message display at all times to monitor 
enemy aircraft and missiles. Generally, it is 
best to keep the radar screen in a 40-mile 
range until enemies are detected; then cycle 
<R> down to smaller ranges to keep a good 
perspective on the target. After dispatching 
any close planes or missiles, make sure to 
switch back to a higher range immediately 
<Shift-R> to insure no new Su-27s or MiG- 
29s have sneaked into attack range. 

When an enemy surface-to-air missile 
(SAM) or air-to-air missile (AAM) has been 
launched, observe it closely on radar screen, 
cycling down in range if necessary, and make 
sure that it has targeted your plane. In some 
cases you'll be able to avoid targeting alto- 


gether with some basic maneuvers. If a 
missile has locked on, wait until it is within 
a few miles and then release chaff <C> or 
flares <F> (depending on whether it is a 
heat-seeking or a radar-guided missile) and 
make a hard turn or break away from the 
missile. Another helpful feature of the 
radar screen is that higher altitude aircraft 
and missiles will have larger signatures 
than an object located lower than your 
craft. This can be very useful when trying 
to gain an advantage in a dogfight, espe- 
cially in night missions. 


In enemy territory with large concentra- 
tions of SAMs, fly as close to the ground as 
possible; besides enabling you to fly below 
radar and pass undetected through these 
sites, you get a great scenic view of the Andes 
and South American coast. When flying over 
enemy air-defenses, keep the throttle up near 
full military power (90-100%) and if anti-air- 
craft artillery (AAA) is encountered, jog the 
plane to the left and right quickly to avoid 
the flak. : 

When involved in a particularly nasty dog- 
fight it is a good idea to switch to a lower 
resolution using the <Shift-F9> keys; this will 
increase the frame rate and make it easier to 
get a lock on the opponent. Make sure your 
wingmen are employed regularly, but remem- 
ber that they are usually only average or 
poor flyers. Ground targets can be rather dif- 
ficult for them, so it’s a good idea to take 
care of any critical targets yourself. Be careful 
when firing a missile when your wingmen is 
in front of you (where he often “follows”), or 
you'll toast him. When all else fails and you 
can’t seem to get that one enemy MiG there 
is always the little undocumented command 
<Ctrl-X>, which will destroy any air target. 
Such a kill will not be recorded on the Kill 
Board, however. 


Don't cry for me Argentina 

Operation Caged Saint, Argentina’s invasion 
of Chile, is the main campaign in Jetfighter 3, 
with over 60 missions of varying types. This 
extended story has multiple plot-lines leading 
to different paths in the campaign. Don’t feel 
that you always have to win a mission, as 
failure will take you down a different path 
with a different set of missions. Note that all 
missions in the campaign may be played as 
stand-alone instant missions; the more diffi- 
cult missions may be practiced in this man- 
ner outside the campaign structure. 


Constricted Airspace (Mission #6.4.4) 
In this strike on the airfield at Libertaad 
you will be joined by Chilean F/A-18s at 
waypoint #2. Soon after joining up with 
these fighters, six MiG-29s will intercept 
your group. The Chilean fighters should 
engage; have your wingman do the same 
using the <Alt-G> command after targeting 
one of the enemy craft. Pick up any strays 
yourself and proceed afterwards to the tar- 
get airfield. Use the Mavericks against the 
pre-assigned Control Tower and Radar Site 
and follow up with bombs on the hangars. 
After a successful bombing run head for 
home, but beware of a few stray Su-27s, 
which might be out for vengeance. 
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Nuclear Winter 1 (Mission #6.16.10) 


This attack on an uncharted nuclear reactor 
takes quick reflexes and a good bombing 
touch. There is very little activity on the way 
to the site, but once there, be prepared for a 
little of everything. A group of MiG-29s 
patrol the area and they should be dis- 
patched first, using missiles to down them as 
quickly as possible. When the MiG-29s are 
out of the way, switch to a bombing run and 
take out the larger targets (the reactor, stor- 
age and refining areas). Then switch to 
Mavericks and take out the smaller targets 
(the control and extracting area), using your 
wingman to attack here as well. Be prepared 
for fierce resistance from the SAM launchers 
on the military ships. Once all the targets 
have been destroyed, hit the afterburners 
before heading for home. Near the 
Peacekeeper you will encounter a melee 
between a group of MiG-29s and F/A-18s. If 
you want to increase your kill count wade in; 
otherwise, land back on the carrier to com- 
plete the mission. 


Operation unleash (Mission #6.26.1A) 
This is a very tough mission; you need to 
keep your wingman alive here as long as 
possible. The first enemy encountered will 
be an AH-64. Take it out yourself with your 
cannons and keep your wingman back, as 


SCHWERPUNKT PC WARGAMES 
<wW WAR IN THE EAST SERIES << 


We're pleased to announce 
Version 2.0 upgrades 


for all games: 


LENINGRAD~CRIMEA 
KIEV~ROJTOV~IZYUM 


FEATURES 


Neglected WWII Eastern Front Battles 
Historically Accurate & Easy to Learn 


Aggressive Computer Opponent 
Advanced Fog of War & Combat 


PBEM Capability * SVGA Graphics 
Runs under DOS, Windows 3.1 or Windows 95 


“Refreshing and challenging... 


Window into history that will peak your 


interest for some time to come.” 


Computer Games Strategy Plus (2/97) 


TO ORDER 


By Mail: Send check or money order for $29.95 per game, plus $3.00 
S&H (TX residents add 6.75% tax) per order to: 


Schwerpunkt 


~ 2483 Woodbury, Suite 150 * Pearland, TX 77584-4801 


Cre Catt: Software Plus 1-800-324-7638 


ee oe Plus Software +44-181 -977-8088 


For Free Dene 281-997-1209 or Bidee Saeco . 
Visit our website at: http://www.ghgcorp.com/schwerpt 


he has a bad habit of being taken out with 
the nearest AAM. Next, a lone MiG-29 
should appear; eradicate him immediately 
with cannons (conserving missiles is very 
important in this mission). Three more MiG- 
29s should appear as you close in on way- 
point #3. Have your wingman engage and 
then get in the mix yourself. After dispatch- 
ing the MiG-29s keep your planes low, skim- 
ming the surface of the ocean to avoid early 
detection and SAM sites. After reaching way- 
point #3, arm your Mavericks (using the 
<ENTER> key) and target the battle group. 
More MiG-29s and some Su-27s should then 
appear; have your wingman start to engage 
these and fly into range of the group and 
try and take out the Trinidad and the 
Mistral; this will eliminate some of the SAM 
activity. Engage the enemy bogies yourself 
and have your wingman (when free) fire his 
Mavericks at the battleship and the destroy- 
er. Use your remaining Mavericks on any 
targets missed or not initially targeted, then 
head for home (rah!). Watch for a possible 
group of four MiG-29s on the return flight 
near waypoint 5. 


Liquid gold (Mission #6.28.1C) 


An interception mission, this can be rela- 
tively easy as long as you take out the ene- 
mies quickly, before they have a chance to 
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take out the purification plant. A group of 
three Su-27s will appear near waypoint #1. 
Engage and order your wingman to engage 
as well. A group of MiG-29s will be 
encountered near waypoint #2 and a final 
group of MiG-29s will be seen near way- 
points #5 or #6. 


Shooting stars (Mission #6.53.35) 
This interception mission is a patrol 
designed to keep an eye on some “missing” 
cruise missiles. Once over land keep low 
and out of radar view of the SAM sites. Near 
waypoint #3 a group of MiG-29s and a 
cruise missile will show up on the radar. 
Send your wingman after the MiG-29s and 
target the cruise missile yourself. Close on 
the missile and intercept, keeping any eye 
on the aspect angle indicator and dispatch it 
with your cannon. Take on any left-over 
enemy MiG-29s, keeping an eye on the mes- 
sage indicator in case more cruise missiles 
are launched. Continue on the patrol path 
making sure the remaining cruise missiles 
are intercepted before reaching Los Andes. 

The above should give you a taste of the 
tactics characteristic of this involving sim; 
with a plethora of missions available and 
two solid campaigns (and more to come), 
there’s plenty to work through in Jetfighter 
III. Enjoy! —Jim Pedicord 
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1. GAMEPAD.COM 


_IF YOU HAVE A SHIELD, GET IT READY FAST. 
LAST REQUESTS...IT MAY ALREADY BE TOO LATE! 


IF YOU HAVE A SPELL, CAST IT WHILE YOU CAN 


IF YOU HAVE A SWORD, UNSHEATHE IT QUICKLY. 
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MULTI-PLAYER GAMING! MOV 
' CHALLENGE WHERE THE FUN NEVER ENDS AND TEST YOURSELF 


» AGAINST THE BEST LIVE, THINKING PLAYERS IN THE WORLD! 


ae 


There is one truth that spans the gap 
between real-world golf and the computer 
variety: either you love the game or you 
just don’t get what the fuss is all about. And 
if you love computer golf, then you proba- 
bly already own Links LS. Any company 
that brings a new product to the market is 
either going to go toe-to-toe with Access or 
bring something new to the table. Accolade 


aye 
rs | 


CCOldde Windows 95 


chose the latter route with Jack Nicklaus 
4; they gave us an exceptional course 
designer. Unlike Maxis, however, who pro- 
vided a course designer in SimGolf but 
offered weak gameplay and sub-par graph- 
ics, Accolade didn’t overlook the game in 
Jack Nicklaus. 

Granted, it isn’t as sim-like as Links LS. 
There is no stance to worry over, no club 
face options. But you can adjust your aim to 
fade or hook, loft high or stay low, so the 
end results are the same without all the 
minutiae of the Links LS engine. You just 
won't learn why it worked, and thus it will 
be harder to translate your computer golf 
game to the real world. 

The graphics are wonderful, and the ball 
physics entirely adequate, though drives 
don’t seem to roll out quite as much as they 
should. The sound is just OK. Varieties of 
play styles are offered: stroke, skins, match 
and sudden death. You can play against 
recorded golfers, or find an opponent on a 
LAN or over the net. There are ‘certified 
game’ options available for tournaments. 
Hitting the ball is accomplished via the now 
familiar three-click swing meter. 

In fact, the only weakness in the game 
engine is in the number of views. If you like 
to play computer golf with first person, over- 
head, pin, and profile windows open all at 
once, you'll be disappointed to learn that 
Jack Nicklaus 4 only allows a profile view 
and one game view to be open at the same 
time. The game view can be the traditional 
behind the golfer shot, or a custom view that 
allows placing the camera anywhere on the 
course. Though you can aim in the custom 
view, you must hit from behind the golfer. 
Whether this limitation is a critical flaw or of 
no consequence will depend on your person- 
al preferences and playing style. 

Then there is the course designer. This is 
the first time anyone has combined photo- 
realistic graphics with an accessible, con- 
sumer-level course designer. You can build 
a course from scratch, use a course wizard 
(in which you enter yardage and general 


icklaus 4» « »* 


You can simulate those early 
morning games by adding fog to the 
first few holes 


In the hands of a clutzy reviewer, 
the course designer can create some 
horrific landscapes 


The course designer showing 
the working windows and the ren- 
dered view 


The splendor of Cabo del 
Sol...and you’ve got the 
whole course to yourself 


shape of each hole, then let the program 
produce a skeleton course for you to 
enhance) or just import your favorite holes 


from other courses. The designer is power- 


ful enough to build a very realistic course 

modeled after the one at the local country 

club, but easy enough that tossing together 
an unpolished “fantasy” course is the work 
of an hour or three. 

As is always the case, a good tool does 
not an artisan make. Creating flat holes is 
very easy, but getting slopes and height dif- 
ferentials smooth and realistic takes a bit of 
skill. And adding all the tiny details (cart 
paths, benches, ball washers) that make a 
course seem alive takes time. Expect tons of 


hack courses on the net, and a relatively few 


quality ones, but the same can be said for 
Quake levels or Warcraft II scenarios. 
Bottom line is, you won’t need to take a 
weekend seminar to learn to use the design- 
er, but some patience and hard work will 
pay-off in the long run. 

Jack Nicklaus 4 is a very playable golf 
game. It you take your golf very seriously, 
you may find some omissions (the aforemen- 
tioned stance controls, for instance) annoy- 
ing, but the vast majority of computer duffers 
will have a hell of a good time downloading 
and playing new courses. For wannabe golf 
course architects, Jack Nicklaus 4's designer 
makes this package a must have. Finally, 
someone has put out a product that rivals 
Links LS. —Peter Smith 
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J ntroducing the Links LS 1998 Edition. The 
forces of art and science have 


combined to produce a golf 
experience like never 
before. This new version 

of the Codie Award winning 
golf simulation is packed with 


over 25 new features! Here's just a few: 


Notice the new waving flags, birds, 
airplanes and other background 
animations with up to 8 of your 

friends over expanded 
internet play! 


Brace yourself for lightening-fast redraws, main 
view in a window capability, and up to 8 additional 
“smart” camera views. 


Our course designers have given even 
more attention to detail including new 
water reflections, improved textures 
and enhanced sky backgrounds. 


Phone Toll-Free 800.800.4880 ® Fax 801.359.2968 


ACCESS Website—http://www.AccessSoftware.com 


SOFTWARE INCORPORATED Available for the PC 


\HARDWARE 


t’s that time of year again. Intel has 

released their MMX Pentium chip, the lat- 

est “gotta have it” PC item, and lowered 
the prices enough to make them affordable 
(well, relatively speaking). The first genera- 
tion of MMX games are already on the shelf, 
so we thought it was a good time to check 
out an MMX machine. 

Enter Falcon Northwest. For a few years, 
they’ve been selling “game machines,” PC 
configured with hardware optimized for 
game performance. We ordered up a 200MHz 
MMX Pentium with 32MB of RAM, a 
Diamond Stealth 3D and Monster 3D for 
video (the Stealth 3D is only used for 2D), a 
Western Digital 3.2 gigabyte EIDE drive, a 
Toshiba 12X CD-ROM, and a SoundBlaster 16 
PNP with a Yamaha WaveForce DB50XG 
daughter card. 

When buying a machine, you have to look 
beyond cost (obviously up to a point). 
Compatibility is infinitely more important, as 
an extra $50 spent today may save you 
headaches down the road. As we’ve com- 
mented on before, the real reason to go with 
the Falcon is its gaming-first approach to 
design. DOS and Windows 95 video perfor- 
mance determine the cards used in the sys- 
tem, and on the sound front, it doesn’t come 
with a SoundBlaster-compatible card, it has a 
SoundBlaster. It comes with a CH gamecard 
for precise joystick control, and for your 
aural pleasure, our unit shipped with the 
exceptional Altec Lansing ACS55 Power 
Gaming System subwoofer/speaker combo 
with built-in Surround sound. 

Overall, this is an excellent machine, 
albeit one that costs more than an equiva- 
lent Gateway or Dell system. For the extra 
cash, consider you won’t have to replace 
that video card that doesn’t like DirectX or 
that SoundBlaster that doesn’t quite work 
with Quake. The systems can be configured 
with whatever hardware you’d like, and 
delivery is prompt. About the only negative 
going with Falcon is that you won’t get one 
of those incredible software bundles that the 
big boys offer, the ones with every piece of 
Microsoft software in existence. At least 
Falcon gives you all of the 
documenation—not only do they give you a 
troubleshooting guide, but they also include 
all of the manufacturer’s documentation and 
drivers for every piece of hardware. 

For testing purposes, we ran a mess of 
MMxX and non-MMx software on the machine, 
and all but one piece of beta software ran 
without a hitch. That particular game had a 
problem with the new revision of Windows 95 
(the one with the 32-bit FAT), so you can’t 
blame it on the machine. Based on this infor- 
mal evaluation, compatibility isn’t a problem. 
It also passed the “always install DirectX” test, 


1329.8 


where you always answer “Yes” to the DirectX 
question, and the games still work. 

The 3D games that used MMX and/or the 
3Dfx card looked stunning. UbiSoft’s Pod 
showcased itself as the best-looking race 
game ever, followed closely by Psygnosis’ 
3Dfx-only conversion of F7 and BMG 
Interactive’s Moto Racer GP. Sega dropped by 
our offices and showed off their MMX-only 
version of Virtual On, which is an odd cross 
between Doom and Virtua Fighter. Watch out 
for that guy on level 3-he’s a killer. 

All of these games benefit from this 
machine and the ability of the MMX chip to 
do ultra-fast 16-bit color graphics. The extra 
colors allow textures to blend together 
smoothly, eliminating most of the color band- 
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Beyond the speed of sound 


- Test driving the Falcon Northwest Mach V 200MHz MMx Pentium 


Falcon Northwest Mach V 
Sega’s MMX-only Virtual On 
Psygnosis’ 3Dfx-only version of 
F1, in all of its glory 

A game like BMG’s upcoming 
Moto Racer GP really shines 
Psygnosis’ F1 


ing. For those of you who actually do some- 
thing else with their machines, besides play- 
ing games, will be ecstatic to know that 
Adobe Photoshop 4.0 smokes with MMX 
(according to Intel, it can do some operations 
faster than an SGI). 

If you’re buying a new machine, there’s no 
reason not to buy an MMX machine. But 
should you buy this particular MMX 
machine? If money isn’t your greatest con- 
cern, then go for it-the Mach V is the best 
game machine on the market. Too bad we 
have to send ours back. —Steve Bauman 

Falcon Northwest Mach V = Falcon 
Northwest * www.falcon-nw.com * 888.FALCON1 
* Pod + UbiSoft * Windows 95 + F1 * Psygnosis 
Windows 95 + Virtual On * Sega Windows 95 
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_and they're bringing’a few of their friends! 


combines the greatest-ever collection of baseball 
superstars with action-packed realism and grand- 


a slammin’ gameplay. | 
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Breakth rough features and stunning y accurate bio 
detail bring the heroes of past and present to life a 
like never before. No doubt about it, you're playing 
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RE 
Letter of the month 


After reading Nathan A. Greer’s letter in the 
may 1997 issue, | feel the need to respond to 
some common misconceptions about 
Windows 95 (probably started by Microsoft). 
In his letter, Mr. Greer seems to assume (I say 
“seems” because it’s really hard to tell from 
his ranting what he’s thinking) that all games 
run better under Windows 95 on all comput- 
ers. No matter how much Microsoft would 
like us to believe it, this is only true ona 
handful of computers, and only with native 
games (DOS games are always slower under 
‘multitasking operating systems). It’s possible 
Mr. Greer has one of these computers, but 
that doesn’t make it true for the rest of us. 
The vast majority of computers are slightly 
slower under Win95, even with DirectX. The 
primary reason for this is also counter to Mr. 
Greer’s other apparent assumption. He 
seems to assume that Win95 games have 
lower system requirements. This is not true 
on any computer. Whether you run a DOS or 
Win95 native versions of a game, under 
Win95 the system requirements are usually 
doubled. A game that runs on a 486DX66 
with 8 megs of RAM under DOS usually 
requires a P90 with 16 megs of RAM under 
Win95, regardless of it’s native operating sys- 
tem. Most game manuals will point this out. 
This is because GUIs are resource hogs, no 
matter what operating system you use. 

Programmers program for DOS for one sim- 
ple reason, it’s fast. It does one thing at a time 
and doesn't interrupt it to make sure it’s still 
running. The drawback to DOS is that it’s hard- 
er to program. Win95 already has alot of the 
things a game needs built in (namely hard- 
ware support). Unfortunately, Win95, or any 
multitasking OS, has to interrupt the game 
every once in a while to make sure nothing 
else needs to use the CPU, even when nothing 
else is running. Native games are designed for 
this, but it still hurts performance. 

Privateer 2 probably should have lower sys- 
tem requirements considering what it does. 
But, in the future, Mr. Greer should put the 
blame for inefficient program design where it 
belongs, on the programmers, not the OS. 

David Jolly 
Via Internet 


Demos are not the death of games 
[We received a lot of mail about Chris McNair’s 
“Demos are the death of games” letter in CGS+ 
76, and all of them disagreed with Mr. McNair. 
Here’s a sampling of one of them. —ed] 

| just got your latest issue in the mail, and 
read it cover to cover.| just had to respond to 
the letter titled,“Demos are the death of 
games.” | disagree. Although | am relatively 
new to computer gaming, | have become 
addicted to the “brain games’ where you work 
you way through the game by solving puzzles. 

| have made some costly mistakes, and 
learned the hard way, not to spend my money 


on games that have been extensively adver- 
tised, but have no demo available. | have found 
that if a company has a good game, they are 
not afraid to let the potential customer take it 
for a test play.! will only purchase games after | 
have had a chance to play a demo. 
Thank you for the chance to speak my 
mind. | love the reviews in your magazine. 
Jody Aldred 
Via Internet 


Review kudos 

Great job on your Front Page Sports: Football 

Pro ’97 review (CHS+ 76). Other magazines have 

given way too much praise to this mediocre 

game. |’m glad to see that there’s a magazine 

out there that has the guts to tell it how it is. 
Mark Currie 
Via Internet 


| read your “hack and slash” review of Magic 
The Gathering: Battlemage (CGS+ 77) and 
found an indirect recommendation to buy 
Dark Legions nestled within. All | can say is: 
thanks! | had never played it and decided 
that for $10, it was worth a look.| have 
already found it to be one of my best pur- 
chases in the past three months and not 
only did | save money on a dreadful game, | 
found a great one for next to nothing. 

Randy Roth 

Via Internet 


What you said about Destruction Derby 2 
(CGS+ 76) was way off. It’s just you. | love the 
game. It’s awesome (maybe because I’m an 
expert at games; I’m only 13, but have been 
playing games since | was 5), especially with 
the Matrox Mystique. It’s not that hard. It’s 
probably because you just suck. 

Daniel Quach 

Via Internet 


Fish-head, fish-head, eat them up, yum 
I’m a fairly new reader and I'd just like to say 
that this is the best computer gaming maga- 
zine that I’ve read yet. You guys do a real 
good job of reviewing games and giving 
good looks at new games. It’s so nice not to 
have to download every demo before | can 
have a good idea of what the game is like. 
By the way | just got done reading the 
“Angry Angler's” hate mail to you guys in the 
last issue; “Angler,” my man, get a life. What 
kind of a name is “bubble ass” anyhow? 
Isaac Bunn 
Via Internet 


The angry upgrader 

OK, | know you probably won't publish nor 
will you respond to this letter [wrong on both 
counts -ed], but | will have a lot more respect 
for your magazine if you show the balls to do 
so. In “The Perfect Game” [Upfront, CGS+ 76], 
by Steve Wartofsky, he says to “take for grant- 
ed your game can throw at me as much as 
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the better quality stuff out there can take.” 
He also says “be preferably in Windows 95.” 
Now I'M PISSED! What makes you f#$%/&g 
people think we all can afford to have 
166MHz Pentium processors, 3D cards, Dolby 
Surround Sound, full dual joystick? 

Why, oh, why, are you urging software pub- 
lishers to keep computer gaming a rich mans 
sport? Why is it essential that | go out and 
spend $100.00 for Windows 95, just so | can 
play a stinkin’ game?! Has anyone here ever 
heard of DOS? As far as | can tell, games on that 
platform are just as good. Do | smell contribu- 
tion dollars from Microsoft? DOS is a Microsoft 
product too, but if you look in our parking lot, you 
will see that we all have their new “Microsoft Car” 
product-too bad it runs NT 4.0 and our gas pump 
software won't work with it-ed] 

I'm sorry if | raised your blood pressure, 
but, all too often, more and more games are 
only playable on top of the line computers, 
and that isn’t fair [ask Amiga owners if it was 
fair that the PC sent it to its grave when it was 
clearly superior at the time]. Everybody 
should be able to enjoy the great experi- 
ence’s computers can provide. Not just those 
who make $50,000 a year. Not just the nerds. 
EVERYBODY. Next time Mr. Wartofsky writes 
an article describing what an ideal program 
should be, maybe he should consider what 
others have, not just what HE has. That’s just 
downright selfish. 

Christopher P.Wido 
Via Internet 


Point taken, but software publishers have 
always lived on the bleeding edge—how many 
people bought a 386 just to play Wing 
Commander? Statistics seem to show that new 
computer owners are more likely to buy soft- 
ware then existing users, hence companies 
make games that take advantage of the latest 
go-fast doo-dads in order to sell to that market. 

At the same time certain users gripe about 
excessive hardware requirements, the rest com- 
plain that the games aren't supporting their 3D 
accelerator cards. Publishers are damned if they 
do, and damned if they don’t support all of the 
latest gee-whiz things. 

Finally, anyone who complains about having 
to upgrade their PC to play games should go 
spend $149 ona Nintendo 64-its internal hard- 
ware will never change, and you'll never have to 
upgrade its operating system. -ed 


"We like mail 


Write: Computer Games 
2'Millet Street 


COMPUTER GAMES 


a at \ VN ee 0) we VN ol A 
DN Gase R@) Sasa NC @) 1,17 


CN CVA Pk ee AV ANAS GCLAIRAY TT 


Realms of Arkania ® is a registered trademark of Sir-tech Software, Inc. Shadows over Riva application software copyright ©1996 by Attic Entertainment Software GmbH and 
Fantasy Productions GmbH. The Das Schwartze Auge game universe copyright © 1984-96 by Schmidt Spiel+Freizeit GmbH. All Rights Reserved. attic 


Nr mn ineséniveinmet 


RS 


Ys ete aa 
hw ‘Wi, 4 i } 


Mh 


FT 
= 
a 
= 


care 


. cstcweeensmetotaumaes 
Rr ant A haaauevoee So meee 


In 


cay 


. 


nae gee : 
Westwood Studios, Inc 


All rights reserved. 


is 
f 


a 


ah 


hh 
i 


PANTLekWaune & 


